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THE NEW... 


ee ] MULTIMEDIA ENCYCLOPEDIA 


THE PLANET'S HOTTEST HARDWARE 


MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe 


have joined forces. And now theyre coming 


‘Sound 
to get you. No other game experience can 


prepare you for what’s waiting inside the new 
Game Blaster CD’ 16 multimedia upgrade kit? 
You get a Sound Blaster’ 16-bit sound card and 


speakers that make all your games sound 


FX-2000 joystick, so you can hone your reflexes. 
Not to mention the most outrageous games in the 


cosmos, like Rebel Assault, Sim City 2000, Return 
to Zork, Iron Helix, F-117A Stealth Fighter, Silent 
Service II, Civilization, Railroad Tycoon, and The 
New Grolier Multimedia Encyclopedia. Of course, 


all your games wil sound better because theyre made 


“0 terrifyingly real. A to be played on Sound Blaster. The question is, can 
double-speed CD- you handle it? Want more info or the name of a 
ROM, so all your Creative Labs dealer? 
: CREATIVE 
|, | 
~ a a ; at mapa 
ames run faster. An Call 1-800-998-5227. CREATIVE LABS, INC. 
& 
“Suyyested Retatl Price $S49.95. (© 1994 Creative Technology Ltd. Game Blaster CD, Sound Blaster, and the Sound Blaster and Creative logos are trademarks of Creative Technology Lrd. All other trademarks 
are the property of ther respective owners BS Inquiries: Creative Labs 1-800-998-5227 or 408-428-6600. International inquiries: Creative Technology Ltd., Singapore, TEL G6-773-02983: PAR, Gsa7 7320353. 
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Enter the deep, dark realm of Hexx — a world of 
twisted paths and one very twisted mind. Guide 

four waeurdueest through a labyrinth of texture- 
mapped dungeons in an attempt to free the Gods of Magic from the 
grasp of an evil wizard. Where every move is from a first-person per- 
spective. Where every step is action-packed, every graphic out of this 


world. “One of the best first player perspective RPG’s I’ve ever played,” 


says PC Action. Now at your local retailer. For a very small sacrifice. 


Look for Hexx, Hersey of the Wizard at your favorite software retailer or call 1-800-438-7794 (GET PSYG) to order your copy today. 
Psygnosis, Ltd., 675 Massachusetts Ave., Cambridge, MA 02139 Phone: 617-497-7794 Fax: 617-497-6759 
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A Propuct or Iu. Repute. . . 


A product crossed my desk recently that gave me pause. On the surface, it looks like a 
product that any dedicated gamer would want. Just below the surface, in fact so close to 
below the surface that it was the second thing | thought of when | saw the product, is a 
potential danger area. 

The product is called Neverlock, and it claims that it will bypass the written copy pro- 
tection of over 500 games. The list of titles that it says it will work on is an impressive 
one, containing some golden oldies as well as some very new titles. One would assume 
that if the product catches on, patches). 
and upgrades for new games would be 
made available as well. 

Sounds good, doesn’t it? | know | get 
tired of thumbing through a manual to 
look for the third word of the sixth line in 
the fourth paragraph. Any product that 
can let me into the game hassle-free 
may be well worth the $80 Copyware wants for Neverlock. 

The problem is that this product may well make computer piracy easier and more 
accessible to the average gamer. I’ve been assured by a lot of people that this is not the 
case. Neverlock only overrides manual-based copy protection, and any manual is sub- 
ject to photocopying. Thus, the argument goes, the games that Neverlock will work with 
were already highly subject to piracy. 

| disagree for a very fundamental reason. In general, | think most people are good, 
although driving in Chicago during rush hour can convince me otherwise, at least for that 
day. Stealing a piece of software and 
photocopying the manual takes time and 
effort, more time and effort than a lot of 
people may be willing to spend on an 
illegal activity, especially if the manual is 
a sizable one. It’s human nature that 
people don’t think about spending $50 
for a new game but balk at the thought of spending $5.00 to photocopy a manual. If a 
game uses codes, like X-COM, a pirate could take the time to write them all down, but 
again, that’s a real hassle. 

Neverlock makes the piracy of these games effortless. Run the software, tell it what 
you want it to bypass and let it do its thing. It only takes a couple of seconds and you’re 
done. No muss, no fuss, no additional costs. 

Copyware has taken the time and effort to insist in both Neverlock’s manual and start- 
up screen that the product is not to be used for piracy. They comment, in fact, that if you 
are not a legitimate owner of a piece of software, you should head for the local empori- 
um at once and become a registered user of the game you wish to eliminate the protec- 
tion from. This is laudable, and many 
people may be swayed by this appeal to 
their integrity, but many will not be. 

| will not put myself in the position of 
telling you what to buy or how to go 
about using your computer. Additionally, 
| have no place in telling Copyware what 
they can produce and what products shouldn’t be developed. They have every right to 
develop Neverlock and every right to market it as effectively as they can. My plea to you, 
the computer game player, is that if you do purchase this product or a product like it, that 
you use it wisely and legally. Don’t loan it to others, don’t use it to pirate software. Use it 
only for your own convenience. 

I'd like to think that everybody reading this understands that piracy ultimatly hurts 
everyone, including the pirate. | don’t think that’s the case, but as | said, | like to think 
that. Please, folks, act responsibly or we all could end up playing on video game sys- 
tems because computer software is no longer economically viable. 


| KNOW I GET TIRED OF THUMBING 
THROUGH A MANUAL TO LOOK FOR 
THE THIRD WORD OF THE SIXTH LINE 
IN THE FOURTH PARAGRAPH. 


STEALING A PIECE OF SOFTWARE AND 
PHOTOCOPYING THE MANUAL TAKES 
TIME ANDO EFFORT. .. 


e e eMANY PEOPLE MAY BE SWAYED BY 
THIS APPEAL TO THEIR INTEGRITY, BUT 
MANY WILL NOT BE. 


Steve HONEYWELL 
EpiTor 


“Imprisoned on an alien planet, your aim is to escape. If you 
have to amputate one of your own limbs to stay alive, then 
that’s what you must do. Features more than 100 variables 
managed in real time: your body temperature, stress, fatigue; 
pain, disease, gangrene, hallucinations... 

The Prison 

A spectacular world mapped in 3D, comptted.and displayed 
in real time. Over 3 square miles of play areganeludes: 
canyons, hills, waterfalls and caves. Le 

The Challenge 

Hunt and abe a find water make, 


test your ain We 
hell off the planet! 
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" For more information contact: — 


ReadySoft Incorporated 

3375 14th Ave., Unit 7 

Markham, Ontario Canada L3R OH2 

Tel: (905) 475-4801 Fax: (905) 475-4802 


ict apnea ia ci a Sr aan ces ee se elie. 58s 22S es LLB AAS a —— enemeneiereenms 
© 1994 Silmarils — All rights reserved. Robinson's Requiem is a trademark of Societe Silmarils. Distributed by. ReadySoft Incorporated. 


3D0, the 3D0 logos, and Interactive Multiplayer are trademarks of The 3D0 Company : 
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TAKE A LOOK AT THE 
WONDERS AND WIDGETS 
FROM THE LATEST 
CONSUMER ELECTRONICS 
SHOW IN CHICAGO. 


CGR Features as 


INITIALIZE & 

An interesting product provokes an interesting response. 

Postace Due 10 

Lots of letters and lots of answers. 

CGR Reviews 18 

Harpoon Il, Wargame Construction Set Il, Theme Park and more. 

CGR HARDWARE ag 

Joysticks, speakers and a piece of hardware to juice up your sound. 80 


Apo-ONs AND ALTERATIONS 


Papyrus and IndyCar get serious. 


CHILD SUPPORT 


Disney invites you to be their guest with Belle and the Beast. 


COMPUTER CONFIDENTIAL 


Arnie Katz offers his opinions on the latest PC trends. 


DATELINE: FANDOM 


The best from the world of fan magazine publishing. 


© & A Win THe Game Doctor 


Questions answered by the one and only silicon surgeon. 


Summer CES 


News and views on all the best games of tomorrow. 


ON THE Set OF WinG COMMANDER Iil 


A look behind the scenes at the latest from Chris Roberts. 


CGR STRATEGY 


Inherit the Earth, Grandest Fleet and X-COM. 
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| £4 nally, A Sound Card 


rom a company that knows sound! 


Soundscape™ by ENSONIQ, The first wavetable sound board that gives you professional 16-bit sound and 


compatibility with today’s hottest game titles and multimedia applications — at a price you can afford. 


ENSONIQ is a leading manufacturer of high-quality 
synthesizers used by top recording artists. Now, the same 
wavetable technology that drives our $3,000 keyboards Is 
available for your PC. 


For $2 79 (suggested retail) you get: 


Genuine ENSONIQ wavetable synthesis 


16-bit sound with 32 voice polyphony 


Supports the broadest range of games and 


Award-winning sounds. Our commitment to sound is unequaled. With —_—™ultimedia standards, including: 
se SoundBlaster™* AdLib™ MPU-401, 
Soundscape, you'll hear sounds created by Grammy Award-winning MT-32, General MIDI, MPC Level 1 & 2 


= ’ ; Windows™ 3.1, Windows Sound System™ 
musicians, renowned orchestral players, and top studio engineers. 


No host CPU overhead; no TSR's 
Maximum compatibility. Great sound doesn't matter if your board 


wont work with your software, so we've made Soundscape compatible 
with virtually all PC standards. Whether you're in the game room, the 
classroom, or the boardroom, Soundscape will provide unrivaled sound 


quality for all your applications. ee . 1M 
tam, ENSONIO) 


Make the right choice. 
LEADING THE WORLD IN SOUND INNOVATION 


3 CD-ROM connectors for maximum flexibility 


60-day no-nonsense refund, plus a three year 
limited hardware warranty 


Call 1-800-942-0096 for more information. 
Soundscape 1s now available at all Electronics 
Boutique and Waldensoftware locations. 


* With the exception of the few titles that use ADPCM. 
All trademarks property of their respective owners. 
© 1994 ENSONIQ Corp, 155 Great Valley Parkway, Malvern PA 19355-0735 


CGR HARDWARE 


Pert marae , CGR Revi EWS 
Pro CORE 


8 — Harpoon II Zeta CD-ROM Drive 
PRT | by Three-Sixty Pacific 18 by Aztech Labs 48 
| Empire Soccer ‘94 by Empire 22 ‘Vivid 3D by Nu Reality 49 
Riverboat Poker by Softprime 24 Y-SYOAV Speakers 
Riverboat Solitaire by Softprime ag | Steet pater 50 
Wargame Construction Set II: ri pie Ste) mantati a 
Voyager and Asteroid Kits 
22 Tanks! by Ssl 28 by Aztech Labs ae 
Serf City by SSI 7 
Bridge Olympiad by QQP 34 
1942 by MicroProse 36 


Theme Park by Electronic Arts 38 CGR STRATEGY 


Evasive Action 


by The Software Toolworks 40 Inherit the Earth 
Pro League Baseball by New World Computing 86 
38 = The Horde by Crystal Dynamics 44 *-COM by MicroProse 94 
Tubular Worlds by Dongleware 46 
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That ship might make X-COM 
64 look like a flight simulation from MicroProse, but 
nothing could be further from the truth! You'll get a 
chance to revel in your xenophobia as you take out hordes 
of alien Sectoids, Reapers and the ever-dangerous Ethereals 
with weapons ranging from regular pistols all the way up to the 
Super-powerful blaster launcher. There may not be anything funny 
about peace, love and understanding, but the alien invaders are dead set 
on conquering the Earth and all of its inhabitants. Of course, even in dire sit- 
86 uations that threaten the lives of people everywhere, money is what truly makes 
the world go around, and in addition to kicking some extraterrestrial tush, you'll need to 
figure out a way to be financially solvent as well. That’s where we come in. We'll take 
you through some basic strategies and ways to allocate your money, although we won't 
divulge the plot of the game or tell you what to research first. After all, the designers of 
X-COM went through all of that trouble to make the game suspenseful. Far be it from us 
to ruin it with the guide that begins on page 94. 
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Puc Sport...Bt000 88m 


IN LEG PETS £eee 


AvalLABLE FOR IBM Compariaues ov 3.5” oisk ano CO-ROM 


-800-334-b57¢ 


© 1994 MicroLeague Interactive Software. © 1994 Games Workshop Inc. Blood Bowl is a registered trademark of Games Workshop Inc. All rights reserved. 
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COMPUTER 


According to the advertisements and 
Previews in your schmoov magazine, it 
looks like some incredible gameware is 
coming out soon; almost time to upgrade 
to Super VGA! 

To the point: | am an addicted Warlords 
Il player. However, the scenarios that 
come with the game (ver. 1.02 at least) 
are starting to wear a little thin. | know all 
the important strategic points to reach and 
defend, the places on the maps to avoid, 
etc. There is a random map generator 
included with the game that, at first 
approximation, appears to be the solution 
to the “been there—done that” problem; 
however, this is not the case. 

This random map feature more often 
than not puts competing capital cities right 
next to each other, or isolates one or 
more much too far from neutral cities to 
be able to conquer new ground effective- 
ly. | wrote the company (at least, | wrote 
to the only address given on the box) in 
Australia many months ago about this and 
have heard nothing from them. 

Perhaps your team might know some- 
thing | don’t: Do they have a random map 
editor available? Will scenario supplemen- 
tals ever be offered as a product for this 
game? At the beginning of the random 
map generation process, there is a head- 
ing to select the basic environment for the 
world and the default is “grasslands.” No 
other choices are offered. Is this a bug 
(sorry, a glitch)? Or space for new addi- 
tions? 

As the Educators and Official Opinion 
Offerers that the buying public presum- 
ably pays some attention to, at least in the 
software companies’ eyes, you folks have 
some clout (I hope). Is there some way 
you can help me contact them? 

Christopher Vera 
San Diego, CA 


Congratulations on being addicted to 
one of the finest pieces of fantasy soft- 
ware ever created for any computer sys- 
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ADDICTIONS 


2 AND PINBALL 
ADDRESSED. . . 


PLUS THE QUESTION OF BOOT DISKS, THE ULTIMATE LOW= 
END SYSTEM AND THE TOPIC OF POLYBAGS. 


Send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


tem. Warlords II is indeed one of the best. 

As you have no doubt seen by now in 
our last issue, the wonderful people at 
Strategic Studies Group have graced all 
of the Warlords II addicts out there (and in 
here, | might add,) with a scenario creator. 
Now you can happily create your own 
worlds exactly to your liking. The editor 
also comes with some pre-made scenar- 
ios as well. 

And to think, we didn’t even need any of 
our presumed clout! 


He PLays sy SENSE OF SMELL. . . 


As a kid growing up, | always loved pin- 
ball games. Now that computer programs 
have come as far as they have, | would 
like to find some pinball for my PC. | need 
help in finding the best ones. Is there any 
chance to do a quick (rating) numbered 
review on such games (to date)? 

Michael Pope 
Denver, CO 


Assuming that by PC you mean 
IBM/clone, you can take a look around for 
any of the Amtex pinball games, particu- 
larly Tristan Pinball and Eight-Ball Deluxe. 
On the off chance that you meant 
Macintosh, you’ll want to spot Crystal 
Caliburn (which should be coming to the 
PC soon). All of these games feature pin- 
ball that is very much like the real thing. 
You won't find a lot of features like differ- 
ent gravities and such, but you will find a 
game that plays remarkably like what you 
grew up with, especially in the case of 
Eight-Ball Deluxe, which you have no 
doubt played for real. 

Additionally, if you want something 
vaguely pinball-like but with different 
physics, you might want to look at 21st 
Century’s Pinball Fantasies. While not 
necessarily the game for a pinball affi- 
cionado, PF is lots of fun. 


GETTING THE BOOT... 


| am a new subscriber and would like to 
say that | find your magazine very useful 
and informative. Your reviews are one of 
the key factors in any game purchasing 
decision | make. 

| will eventually ask your staff two ques- 
tions, but first | would like to outline the 
story behind the questions. If these are 
repeat questions, | hope you will print the 
responses [anyway]. 

| am relatively new to computer gaming 
and thus only own a few games. The list 
includes Ultima VII (complete), Harpoon 
Signature Edition, Dungeon Hack, Great 
Naval Battles 2, Dune 2 and Doom. | will 
say now that | enjoy all of them and con- 
sider them among the finest games | have 
ever played (1 own a SNES and Genesis 
w/CD-ROM also. So, new to computer 
gaming, not necessarily to electronic gam- 
ing). There is one oddball game in the lot. 
Can you spot it? | will save you the trou- 
ble: it is Doom. You know why? It is the 
only one that never (on my system or 
ones | have played on) required a boot 
disk. That’s right, | can turn on my com- 
puter, let it boot from its C drive and then 
“cd” to Doom and fire it up. All of the other 
games require a boot disk, and a few of 
them need a custom boot disk so one 
boot disk for all is out of the question. The 
words “free base RAM” are daggers [to 
me]. 

My computer is a 486DX2/66 with 8Meg 
RAM. | do not boot network software or 
other memory stuff. | boot the mouse, 
sound, CD-ROM, VESA driver, Windows 
and DOS. | have 540k base RAM left on 
an internal boot. What’s the deal? How 
can Id Software make an incredible game 
such as Doom and not require the free 
base RAM of a game such as Dungeon 
Hack? Is Id Software privy to some secret 
technology that has eluded the rest of the 
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1387 n this time of castles and conquests the throne sits empty. Serfs are restless; 


rebellion is in the air. The Lords of the Realm invite you to join their ranks: 


Build your castles. Marshal your resources. 
Test your troops in siege and battle. 
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Behold! Your lands grow and your serfs prosper. Your armies swell and your 
castles dot the hilltops. On bended knee, your knights swear eternal fealty. 


(So for the (/rown. 


Impressions" 


impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 
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of Set of the s sports games out there, 
while flight sims often. leave him flat. a 


fs Pee still engaged. 


| Ted: Ted has also spent a lo t of tiie 
with X-COM, although he’s been play- 
_ ing a variety of games this month. Serf 


City, Bridge Olympiad and others have 
occupied his fancy for days at a time, 
although Tanks! has been the one that 
he keeps coming back to. This is some- 

thing of a departure for him, since mili- 

tary simulations are not usually his cup 

of tea. Ted prefers difficult puzzle 
games and role-players and hopes that 
the current trend in adventure games is 

a passing one. He is currently still sin- 
gle, sort of. 


Steve: Like Kevin and Ted, Steve has 
spent a lot of free time with X-COM and 
is almost finished in his personal record 
of late September, 1999 for the end 
game. He can also be found fretting 
over his monetarily necessary cows in 
the Horde, while in his office he’s 
secretly been playing the Storm Impact 
Mac game TaskMaker 2.0. Steve con- 
siders himself an eclectic and likes 
games from most of the genres, techni- 
cal flight simulations and action-orient- 
ed sports games being his least 
favorite. He is currently still married. 
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game designing world? My hat is off to 
them; Doom is a graphically stunning (| 
began to wonder if the designers had 
actually been to hell), fast moving, excit- 
ing game. So why do the others (some 
not so fast or graphically stunning) require 
large amounts of base RAM? To play 
GNB2 | can only load DOS, the mouse 
the VESA driver (must be loaded) and the 
sound system. That’s it, and then it’s a 
tight squeeze. 

My second question is much shorter. 
What is the difference between EMS and 
XMS other than the name? X-Wing may 
be a great game, but is it worth running 
MemMaker every time | want to play it just 
because it requires EMS and most of my 
other games require XMS? Is there some 
advantage one holds over the other? Or is 
all this just a big “Welcome to the World of 
Computer Gaming?” 

Michael McInnis 
Londonderry, NH 


For a more clear idea of the difference 
between EMS and XMS, take a look at 
the hardware section in this issue, specifi- 
cally, page 48. 

We occasionally have to use boot disks 
on some of the software we get in, many 
of the games you listed (including GNB II 
and Dune II) we did not use boot disks for. 
The main reason for this is that we don’t 
automatically boot Windows. You might 
want to try setting up your autoexec.bat 
and config.sys in such a way that 
Windows does not boot. This should help 
a whole lot. 

Oh, and welcome to the world of com- 
puter gaming. 


DEARTH OF Mac GAMING 


A couple of years ago, | bought Bane of 
the Cosmic Forge. It didn’t run well on my 
286, so for four months | monopolized my 
friend’s 486. Last year, got into [publish- 
ing], switched to a Mac. Iron Helix, 
Seventh Guest and Journeyman Project 
now rock my Quadra (Myst, one of the 
most interesting; I’ve already won). 

Strangely, however, | miss the RPG 
scene—there’s a hole in my gaming plea- 
sure. So | try King’s Quest V. It bores me. 
The graphics [aren’t good] (at anything 
larger than the head of a pin). SSI has 
some Gold Box games, but there, too, the 
graphics aren't so exciting. So | drop by 
the local Mac dealer and look up every 
IBM RPG title | can think of, Arena to 
Xanth. And is there Mac support? No. So, 
| flip through Educorp, MacZone and 
MacConnection catalogues. Nothing. | 
call, and each gives me lists of games, 
none of which are remotely like a role- 
playing game. 


Flummoxed, | find the phone numbers 
of SSI, Sir-Tech Software, New World 
Computing, etc. Sir-Tech, clueless: “Mac 
production on Crusaders was stopped. 
No, | don’t know why.” New World 
Computing also: “Might and Magic III for 
mac? Sorry, not available anymore. No, | 
don't know why.” No, neither do I. 

So, with consumer interest, Macintosh 
game capability (read multimedia AV and 
Power PC here), why: is there no industry 
support? If | want a good RPG, why can’t | 
find one other than in shareware markets? 
One would think that with no competition, 
someone would create one. | guess not. 

Andrew D. Taylor 
Orem, UT 
P.S. Bag Game Over 


As a fellow Mac gamer, | share your 
frustration. Pawing through the stack of 
stuff I’ve got at home, nothing jumps out 
at me as being a role-playing game. 
However, walking that thin edge between 
RPG and adventure game is Indiana 
Jones and the Fate of Atlantis on CD- 
ROM, and that’s a good one. 

For whatever reason, the Mac has gar- 
nered a reputation of being a machine 
that is incompatible with gaming. For 
those who do create software for the Mac, 
the decision has almost always been to 
develop arcade games or menu-driven 
games. Now, being conversant with the 
menu-driven world of the Mac, games like 
SimCity make perfect sense. | do not 
understand why other genres have been 
so under-represented, though. 

When you stop to think about the lack of 
RPG’s on the Mac, consider these other 
categories: flight simulation and military 
simulation. With a couple of exceptions, 
these two groups of games are nowhere 
to be seen on the Mac. 

Finally, the Macintosh rights to the 
MicroProse game BloodNet (as well as 
Master of Orion) have been purchased by 
Take 2 Interactive, so in the near future, 
you can live out a cyberspace/gothic 
adventure on the Mac. 


More ON Buzzworos. . . 

The only problem with you last article on 
Buzzwords, June 1994 is that the people 
who need to read it probably won't. 

| am surprised you have not accepted 
this situation yet and hope you don’t 
believe it will change. You can spot this 
experience in any industry and it will con- 
tinue. There is simply nothing we can do 
about it because enough people will 
always fall for it. | would think this article 
could sit on your desk for years and you 
could just change the subject every cou- 
ple months. 


Get a grip—and hang on ——f 

IndyCar Racing is real-world, 3-D racing! Check out the reviews: 
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The problem with the language trend is 
it makes [people] feel more a part of what 
they did not previously understand. For 
the most part, they still don’t, but here is a 
phrase they can repeat to a friend and get 
a favorable response. | agree with every- 
thing you said, but | feel the greatest influ- 
ence for this jargon attached to games is 
purely marketing. You now have more 
people playing these games when previ- 
ously they could not even turn on the 
computer. Now, when someone goes out 
to purchase a game they want to have the 
best. Why buy a regular game when you 
could have this new released virtualmulti- 
interactivemediareality (sic, and very 
funny —ed), Sound Blaster-equipped, bet- 
ter-than-anything-you-can-experience- 
during-your-regular-lifetime GAME. The 
industry knows that this will sell, so they 
are going to keep fueling it. 

Now this brings us to your last state- 
ment. “Just remember that because 
someone is using buzzwords doesn’t 
mean they know what they are talking 
about.” | can go into five different stores 
and get five totally different “descriptions” 
for the same item. Steve’s advice should 
be taken for just about anything you do in 
life. For everyone else, please go back 
and read his article. 

Eric T. Crawford 
Jacksonville, FL 


First of all, the editorial a couple issues 
ago was not meant as a road map for life, 
so | really don’t know how much it can be 
applied to people’s everyday existence. 
Thanks for the kind thoughts anyway. 

Second, you are probably right; the peo- 
ple who coin and overuse computer Jar- 
gon probably did not read that editorial. 

| have not accepted this condition, 
because it is a condition that bothers me. | 
don’t want to sound overly-cheerleader- 
ish, but | don't plan on giving this battle up 
in the near future. Each of those phrases 
and catchwords | mentioned in that article 
have specific meanings and are legitimate 
terms. They have simply become so 
overused that they are losing their mean- 
ing. That’s a really unfriendly thing to do 
to a word. 

You're also right in that | could substi- 
tute new phrases into that editorial a cou- 
ple times per year and have it be com- 
pletely different from the last time | ran it. 
Creating new words is a pervasive thing; 
once you think you’ve gotten rid of it, it 
just comes back. English as a language is 
notorious for that (we have more words 
than any other language in the world), and 
the computer industry is even more so. 
Obviously, we need new words for new 
technology. | have no problem with that. 
My problem comes from tacking those 
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The best example of this is the phrase 
“networking.” (My wife once created a 
brochure for someone about how to gain 
more useful and positive business con- 
tacts. The name of the program was 
“Mega-networking.” | almost lost my din- 
ner over that one.) 

Is this an exercise in futility? Perhaps, 
but if | can get one person to not use this 
pervasive jargon or to stop using it, in the 
words of vigilantes the world over, my job 
here is finished. 

Of course most of this comes from the 
marketing side of the business. Computer 
programmers and game designers are not 
the types to come up with these terms. 
Every time | hear the phrase “multimedia,” 
| think of the word “mouth-watering.” The 
reason | do so is that both terms are obvi- 
ously marketing speak. You'd see either 
one on an ad or on a pamphlet (depend- 
ing on the product, of course), but you’d 
never hear either one of them in casual 
conversation. 

And, | think if you burn people on the 
“get the greatest mega virtual reality 
interactive filmation spectacular™” hook 
enough times, people will stop falling for 
it. It may take awhile, but as my mother 
Says, even a dog learns sometime. 

It's true that not everyone who uses a 
buzzword knows what he or she Is talking 
about, but a lot of people are using those 
buzzwords for specific reasons. Let the 
advertisee beware. 


New SYSTEMS. . . 


First, I'd like to commend you on creat- 
ing an excellent source for computer gam- 
ing information. The articles, reviews and 
especially the strategy sections have 
greatly helped in my purchase selections, 
as well as assisting when stuck in a Cur- 
rent game. Now onto my questions. | 
intend to purchase a new computer sys- 
tem in July or August (giving my 
386SX/33 to my mother and younger 
brother). While | wouldn’t consider myself 
a “techno-twinkie,” | am lacking familiarity 
about how different systems work, espe- 
cially when it comes to game perfor- 
mance. | use my computer primarily for 
game play. I'd like a system which would 
last for a few years, and yields the best 
performance for my money (a college stu- 
dent’s budget is slim at best). lve seen 
the advertisements for the “Mach V” sys- 
tems by Falcon Northwest Computer 
Systems, but these systems are out of my 
price range. I’m hoping you might be able 
to give me a list for building the “ultimate 
gaming machine” on a budget of 
$1,500.00 or less. | already have a Sound 


Blaster 16 and speakers from my 386, so 
sound isn’t a problem. Here are some of 
my specific questions: 

—What type of system (SX or DX)? What 
speed? How much hard drive memory? 
Based on prior experience, | plan on get- 
ting at least 6 MB of RAM. Does the DX’s 
math co-processor add to game/graphic 
quality or is it only for more “business-like” 
applications like spreadsheets or desktop 
publishing graphics? | have read about 
Intel’s overdrive modifications(SX2). 
Would it be better to buy an SX-25 
instead of a DX and add the overdrive 
mod later? 

—What type of monitor and graphics 
card? And what is “video memory” and 
how much do | need? 

—| would like to get into BBS gaming. 
What type of modem do | need? 

—| also want in on the CD craze. What 
type of CD drive do | need (double-speed, 
etc.). 

Also, I'd like to get ahold of a copy of 
Tim Wisseman’s VGA Planets. Where can 
| order it, or can it only be downloaded 
from a BBS? Are there any books about 
modems and modem gaming (like a 
Modems for Dummies)? Where can | get 
a list of good BBS’s? 

I'd also like to give kudos to Bethesda’s 
tech support. Their Elder Scrolls: Arena 
has some bugs. However, Bethesda’s 
tech support is not only expedient in rem- 
edying the problem (creating and sending 
out patches), but they are very polite and 
helpful. Keep up the good work. 

Thank you for your time and effort in 
helping me. | apologize for the length of 
these questions. | greatly enjoy your mag- 
azine and would like to say “keep up the 
good work” to CGR, too. 

Lindsay Crosby Jr. 
Studio City, CA 


At this point, you are probably better off 
waiting until you a) have a little bit more 
money, and b) prices have dropped on 
the 486. You can build a PC for $1,500, 
but it probably won't be very ultimate. 
Regardless of what you decide to to, here 
are a few guidelines: 

Buy as much processor speed as you 
possibly can afford. You'll be a lot happier 
with a 486/66 than with a 486/50. The 
same goes for your hard drive size, 
although this is something you can aug- 
ment later on more easily. You'll be happi- 
er with a DX, and yes, the math co- 
processor will affect how well games play 
on your system. 

A 4800 or 9600 baud modem will proba- 
bly do you pretty well for on-line gaming. 
Just keep in mind that gaming on-line is 
ferociously expensive, and if you’re on a 
tight budget, you can find yourself 


strapped for cash in a big way in a big 
hurry. Take it from one who found that out 
the hard way. The bills add up rapidly. 

Double-speed at least is the way to go 
with a CD-ROM drive. Single-speed just 
isn’t going to cut it anymore. 

Any bulletin board you can access will 
generally cross-reference to other boards. 
lf not, you can generally ask someone on- 
line about other boards. Some boards 
have been around forever, while others 
come and go. Word of mouth is going to 
be a lot more reliable than anything else. 
You might want to consider a local user 
group. 

Regarding VGA Planets, contact Mr. 
Wisseman at: 

P.O. Box 204 
North Fork, CA 93643-0204 
His InterNet address is Cocomax @gorn. 
echo.com. The shareware version is $2, 
and the registered version is only $15. 


Way Won’ m Run?... 


Ok, Steve, I’ve held back long enough. | 
have been reading your magazine for sev- 
eral years now, and | love the changes. 
OK, enough butt-kissing. 

First, please, no more X-Wing vs. WC. 
It's bad enough that we will have to 
endure the upcoming TIE Fighter vs. X- 
Wing onslaught. 

Anyway, the real reason | am writing to 
you is to express my aggravation with the 
software publishing houses. | am an avid 
player of computer games. I’ve been play- 
ing them since before the M.U.L.E. days. | 
buy 5-6 games a month. | feel | have a 
strong grasp on the industry and know 
what to expect from certain publishing 
houses. 

To make a long story short, my problem 
is with the labeling on the software boxes. 
When you look at the box, it usually has 
the minimum requirements to run the 
game. This is fine, but let’s get real. 
These days, we need more information on 
the game, namely WHAT THE GAME 
WILL NOT RUN UNDER. | realize that 
this is an almost impossible task due to 
the unlimited possibilities. Really, this is 
not good marketing sense, but in these 
days of software stores refusing to return 
opened software, [something must be 
done]. 

| have a serious problem. It’s like play- 
ing Russian roulette. Sure, once you buy 
the game and open it, there is usually an 
insert that says “this game will not run 
under: Dbispace, certain video cards, if 
you live on the moon,” whatever. The 
point is they put this information on the 
inside of a cellophane barrier that might 
cost me $40+ to read. With all the new 
peripherals and configurations, | under- 


stand that this is a problem for the soft- 
ware houses, but basic information of “this 
program needs 595K to run” instead of 
640K, and “Will not run with type S3 
videocards’” [is essential]. This is especial- 
ly useful with the MPC standards of 
Windows, and would be a real help. Also, 
| would love to see this information put in 
your magazine under each game review 
so we know what configuration changes 
and peripherals are being used for each 
game. Well, it’s time to get back to work. 
Thanks for letting me vent. 
Richard Molina 
La Habra, CA 
P.S. | would love to see this in both CGR 
and CD-ROM Entertainment. | have these 
problems mainly with CD games. 


Yep, those kooky configurations have 
kept many a gamer awake at night, trying 
to figure out how to get something to run. 

You're correct, this information would be 
a great boon, both to you and to us. The 
problem is exactly what you stated. There 
are so many possible configurations out 
there and so many different peripherals, 
it’s impossible for us to test every game 
with every one of them. Set up proce- 
dures for most games now list dozens and 
dozens of possible sound cards. To take 
the time necessary to swap cards in and 
out of a system to see if they work or 
make the game crash would take us so 
long that we would only be able to review 
a couple of games a month, most of those 
Mac software. 

The point you raise is a valid one. It may 
sound like bad business, but, as a cus- 
tomer, it would certainly make me respect 
the company that has the guts to be up 
front with me about whether or not my 
system will run their software. 

For our reviews, we use Myoda 486 
computers. For video cards, we use a 
Diamond Viper VLB with 2 Meg of VRAM, 
the other was a Diamond Stealth with 1 
Meg of VRAM, which was recently 
swapped with an Orchid Kelvin 64 with 2 
Meg of VRAM. Our sound card configura- 
tions change from month to month, but 
are usually a Pro Audio Spectrum and a 
Sound Blaster Pro 16. When we say on 
the second page of the letters section 
every month that we use a variety of 
sound cards, we really mean it. 

And if you think the current level of vitri- 
ol flying around about X-Wing versus 
Wing Commander is bad, wait not for xX- 
Wing versus TIE Fighter but for the 
inevitable TIE Fighter versus Wing 
Commander III that is certain to happen. 
As the pundit said, we don’t make the 
news, we just report it. The same qualifier 
goes for this letters column as well. If peo- 
ple want to talk about it, so be it. 


| wish to complain about the misleading 
statements presented by you on the cover 
of the June, 1994 issue of Computer 
Game Review. On your cover was dis- 
played the statement, “What you need to 
succeed in Alone in the Dark 2.” 

Having been stuck in Alone in the Dark 
2 for over a month, | decided to purchase 
your magazine for the sole purpose of 
obtaining the relevant clues which would 
help me solve the conundrum which has 
plagued me for weeks. When | got home 
however, | discovered much to my disgust 
that your supposed solution to the game 
was incomplete and, of course, the hint | 
required was not present. 

Normally, when | see a magazine such 
as yours, | peruse it in the store to see if it 
has any articles which interest me, and if 
so, | purchase it. However, | was unable 
to do this with your magazine as it was 
hermetically sealed in attractive plastic. 
Thus, having shelled out $6.37 Canadian 
(love that socialized medicine) to discover 
what you advertised was not what you 
delivered, | became a tad agitated and 
decided to write to you. So after searching 
through the tattered remnants of your 
magazine for your address (the carnage 
was horrible), | sent this in the hopes that 
you will do the following: 

A) Throw out your Deco-Sonic bag sealer 
and sell your magazine au natural, and 

b) Tell me how the hell do | get past the 
damn evil force field preventing Grace 
from inserting the music token in the juke 
box? 

| don’t want to have to destroy any more 
perfectly good bags just to read CGR, so 
please acquiesce to my paltry demands. 

Mike Glover 

Trail, BC, Canada 

P.S. | do actually enjoy your magazine 

and encourage more reviews of military 

simulations and less emphasis on fantasy 

role-playing games. | mean, just how 

many orcs can someone kill before the 
novelty wears off? 


Sometimes you just can’t win for losing. 
A couple of months ago, a lot of readers 
were begging us to start bagging the mag- 
azine because it allowed them to pass 
through the fabulous United States Postal 
Service's tender meathooks in a much 
more intact state. We’ve complied. The 
bag, at least for the time being, stays. 

Assuming you have taken the token 
from the pockets of the billiard table and 
are in the guard room, the procedure is as 
follows: 

Put your teddy bear underneath the bed 
and go over to the barrel organ. Hide 
between the organ and the wall. After 
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It’s only a game. 


It's only a game. 


It's only a. 
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doing so, use the token in the organ. The 
guard will go over to the teddy bear and 
the bed will fall over on him, giving you 
access to the dumbwaiter. If this doesn’t 
work, | don’t know what to tell you. The 
above solution came, almost word for 
word, from the kind people at l*Motion. 

| don’t know how many orcs a person 
can kill before it becomes tiresome and 
old hat, but the answer is evidently in the 
millions for some gamers. One would 
think that after being placed in the role of 
cannon fodder for such a long time and in 
so many different computer and pen-anda- 
paper games that the tribe would be 
extinct by now. They must breed like rab- 
bits. Taking a poll of the other reviewers, 
the response came back, “As many as it 
takes (Ted).” and “It’s too tough a week 
for you to be asking me to be witty 
(Kevin).” 

The real question now is if you kill a 
quantity of orcs we'll call “N,” is 
Schroedinger's cat still alive after time 
“T?” (That’s for all you R. A. Wilson fans 
out there.) 


Game Over, Man! . . 


lve bought your magazine for over a 
year and a half, and believe it is one of 
the best ways to find out if a game’s worth 
the cardboard the over-sized box is made 
of. Your magazine has helped me cram 
only those games worthy enough to be 
bought on my not-so-vast hard drive. I'd 
much rather decide what excellent game 
to sadly delete to make way for another, 
newer, excellent game than wasting my 
precious moolah on interactive (or with 
some games, semi-interactive) duds. 

I'll get to the real point of my letter now, 
so there will be room for the next round of 
Wing Commander 1 and 2 versus X-Wing. 
(By the way, | haven't played WC, but | 
love X-Wing, and it is one of my all-time 
favorite games., It’s in my personal Hall of 
Fame, along with Civilization and Chuck 
Yeager’s Air Combat.) Please tell me that 
you intend to put Game Over back in. 
Game Over rounds out the magazine 
nicely. It’s a lot better than seeing the last 
page of strategy and then a nifty, glossy 
ad on the back cover (does Origin hold 
the record for most back cover ads?). 
What would movies be like without credits 
at the end? The end of a milkshake with- 
out the slurp? The end of CGR without 
Game Over? See, it doesn’t seem right. 

Do | have to personally come down from 
no more than 15 miles from your offices 
and beg on my knees for it back? Please 
don’t make me do this demeaning act in 
front of you, at the job | would kill to get. 
Playing games all day and telling people 


about them, that’s the life. 


See 
= eed 


Another thing | would like to requires is 
the separation of CD-ROM Entertainment 
from CGR, and knock CGR’s price back 
down to $3.95. Oh, and please don’t tell 
me to get a subscription and save off the 
cover price anyway; I’m a happy news- 
stand buyer with too many subscriptions 
already. Since | don’t have a CD-ROM 
drive (or a 486) and don’t plan on getting 
one soon, | don't really want to pay an 
extra buck for a twin magazine set with 
one | have no need for. | would like to 
think there are enough CD owners around 
to warrant CD-ROM Entertainment's sep- 
aration from CGR. If gamers can buy 
games on both disk and CD format, they 
can buy the two magazines. For people 
like me who only buy disk-based, please 
just let us buy CGR and spare us the 
extra price for a magazine we can’t partic- 
ularly use. A separation between the two 
would probably help CD-ROM 
Entertainment to expand into a bigger, 
better magazine. 

Thank you for putting up with my ram- 
bling, and | would like to ask one more 
thing. What decides whether a certain 
game review gets one page or two? 

Brian Burtz 
St. Charles, IL 


Game Over is probably coming back. 
Stay tuned. 

In actuality, you are more than 15 miles 
away from our offices, although certainly 
no more than about 25. | know this 
because | live out St. Charles way, and 
I’m a good 13 miles from here. 

No, you don’t have to come here and 
beg, although it might make for some 
funny pictures. And remember, killing peo- 
ple is wrong, and to get this job, you 
would probably have to kill me, Ted or 
Kevin. | can’t condone that. As far as this 
being the life, well, it’s a life anyway. 
(That’s a joke.) 

The fates of both CGR and CD-ROM 
are Still an evolving thing. We’ll see what 
happens in the months ahead, and almost 
certainly by the end of the year, we'll have 
a firmer idea of the futures of these two 
publications. 

The decision on what games get a two 
page and what games get a one page Is a 
long and interesting one. Rest assured 
that no voodoo is involved, nor is rooting 
about in the entrails of a chicken. And we 
don't use a dart board. The truth of the 
matter is that we generally decide what 
games we like the best (you'll notice that 
most games that get awards are two page 
reviews, and most two page reviews get 
awards) or what games we feel are the 
most important of that given month and 
proceed accordingly. 
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Digital Video Cartridge 


Right now, when you purchase 
a Magnavox CD-i 200 player 
and a Digital Video cartridge, 
we will put a 7th Guest CD-i 
game in your clammy little 
hand free of charge: Plus you 
get the cool game, Kether, 
which already comes packed 
inside the player box. Sure 
hope you have good medical 
coverage, buddy. 
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You stand aboard 
the frozen bridge of 
your frigate, sipping 
your coffee. It’s 
warmth and the slight 
hint of salt reminds 
you of your days aS a 
lowly ensign just out of Annapolis; your 
commander introduced you to the flavor, 


Harpoon Il 
by Three-Sixty Pacific | 


COMPUTER GAME REWIEW 


Game Summary 
You play the supreme commander 
of naval and airborne engagements, 
featuring all the modern weapons of 
war, in a real-time tactical military 


simulator. 


Overall 
Rating: 
386SX, 4MB RAM, DOS 5.0, 
512K VGA card (VESA) 


Requirements: 
Sound Blaster and 
100% compatibles 
Mouse/keyboard 
PC and compatibles 
Three-Sixty Pacific 
Three-Sixty Pacific 
Retail Price: $69.95 
Hard Drive Space: 25 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Three-Sixty Pacific 
2105 South Bascom 
Suite 165 
Campbell, CA 95008 
(408) 879-9144 
Fax: (408) 879-9739 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
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SOMEWHERE, YOUR ENEMIES 
ARE PLOTTING YOUR DOOM. 


PREPARE TO FACE THE MUSIC OF WARFARE WITH 
THREE-Sixty Paaric’s HarPOoN Ii. 
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Multiple windows allow you to set up the screen 
the way you want it. 


and you've never lost your taste for it. The 
predawn hours are the most dangerous for 
a ship, and you must trust your radar to be 
your eyes. A subtle shift in the breeze tick- 
les your nose. Something about it trips a 
switch in your memory: an odor, just at the 
outer limits of your senses, tells you that 
danger is nearby. “Hard to port, flank,” you 
hear yourself yelling. Your ship leans over, 
and you catch yourself from spilling your 
coffee. The blinding flash of a missile sears 
the sky where your stern had been just 
moments before. As the missile impacts on 
the water two seconds and several hundred 
feet beyond you, you calmly issue orders to 
find the sub that you know is out to sink 
you. “Air Ops, ready Sea King.” Moments 


later, you hear the steady thump of its 
rotors winding up, and then the Doppler of 
it receding. You stroll out to the deck, 
watching the ‘copter drop its contingent of 
sonobuoys one by one. Within seconds you 
get the report: sub diving deep. 

Welcome to Harpoon Il, the sequel to the 
best-seller. Its appearance is completely 
unlike the original, having essentially been 
written from scratch. It uses a windowing 
interface, actual video footage of weapons 
launching and hitting their targets, and a 
comprehensive database of modern naval 
equipment—ships, subs, aircraft, etc. 

Toolbars allow you quick and easy 
access to such things as navigation, target- 
ing and air operations. Windows can be 


The database lets you get the lowdown on any 
type of craft you encounter. 


Take on the REALLY big boys, such as the Russian 
carrier Admiral Kuznetsov. 


resized, and multiple zoom windows allow 
you to track particular segments of an 
ongoing maneuver. The game preferences 
can be modified to suit your own gaming 
style. And if you need help, it’s available 
through a context-sensitive pulldown menu. 

An incredibly detailed tutorial will help 
walk you through the major aspects of 
game play: ship-to-ship, ship-to-air, air-to- 
ground and anti-submarine warfare are all 
covered in depth. You will learn how to nav- 
igate through a series of waypoints, as well 
as how to set up no-nav zones that can be 
designated off-limits to any type of vehicle 
in the game. Discover the vagaries of the 


Pec: Ree mn 


Review your orders from any point in the game. 
Keep those objectives in mind! 


impact of thermoclines on tracking subs, 
how to use an enemy’s aspect angle to 
your advantage, and why having a steady 
Supply line is paramount to smart warfare. 

“Global Conflicts” is the initial battleset for 
Harpoon II (at least two more will be forth- 
coming); it contains 15 realistic, contempo- 
rary scenarios. For those gamers who like 
their action realistic enough for the U.S. 
military, Harpoon II can be played with the 
actual NTDS symbology. 


Ser ene Mee 


— <o 
Fer eimer | 


Want to know where your resources are? Harpoon 
ll offers them at a glance. 


interface ¢ Playability 
94 90 60 


There is a certain lure to reality-based 
games. Lurking somewhere in every 
tightly-realized artificial world is an 
apology for not being the real thing. 
Perfectly cemented as they might be, 
the strategy and tactics of fusion guns 
and anti-grav tanks must begefOr ihe 
single leap of faith necessary to the 
whole. But rarely have ganié@S about 
real things been both detail-onented 
and accessible. Most war gaméeS are 
just that, games with the subj@Giof 
war. But Harpoon II is different amiIS#sS 
a war simulation, not a war game; you 
can't get any closer to realistic naval 
warfare without spending time swab- 
bing decks. You will get the same 
information as a real naval comman- 
der; even your displays are exactly 


Interface ¢ Playability °¢ 
95 95 89 


The military simulations that | like and 
play with any frequency can be count- 
ed on one hand. Add another one to 
the list. Harpoon Il is an elegantly 
implemented and highly detailed sim 
that has atmosphere out the yazoo. 
Music plays only during the opening 
credits and after you have either won, 
lost or resigned from a §Cénario. 
Sound is also spare, and can only be 
heard during some weapons launches 
and aircraft takeoffs. | felt that this 


_ added to the game rather than took 


away from it; | like my military sims 
without distractions. Graphics are 


_ 256-color VGA (VESA) and do a 


beautiful job of conveying the informa- 


tion necessary to understand your 
_ tactical situations. It is the simplicity of 


Interface e¢ Playability ¢ Graphics 
88 79 90 
Whew! I’ve been overwhelmed 


before, but never quite like this. 
Harpoon Il is an interesting mix of 
several things, all of them good. First 
of all, it's incredible in its accuracy (I 
would assume, having never been a 
naval commander). What theereal 
guys get, you get. What they dont 
know, you don’t know. What this does 
is really drive home just how Scary 
war is. At times, you’ll be tempted’ to 
shoot down unidentified jets, only to 
discover that they are passenger 
planes. And this is just a game where 
no real lives are at stake. The other 
major thing that impresses me about 
Harpoon II is how easy it is to use. 
There’s a button for just about every- 
thing, and there are seven different 


Graphics 


Graphics ° 


e Sound « Replay Value 
62 89 


those of naval computers. The interface 
is a breeze; handling even large numbers 
of forces is easily possible with grouping 
commands and mission editors. Of 
course, the graphics are exceedingly 
spare and the atmosphere must be sup- 
pli€G Dyathe player. But anyone with a 
yen for Strategy will quickly supply plenty 
of tension. | wish that a scenario editor 
were available, as | always find the 
matchups | make more intriguing than try- 
ing tO puzzle out someone else’s; but one 
is in the Works, along with many other 
scenarios. Harpoon I! should easily 
appeal not only to old Harpooners but to 
the newcomer as well. | urge gamers with 
a military interest to investigate this mas- 
terfully done game, even if wargames 


normally turn you off. -Kevin 
Sound ¢ Replay Value 
81 98 


the interface that really blows me away, 
though. Military simulations are, in gener- 
al, statistical beasts; Harpoon Il’s win- 
dowing interface allows me to digest 
everything that that is happening 
onscreen with a simple glance. There 
were a Couple of quirks, however, the 
most annoying of which was not being 
able to land a jet on the carrier it had 
launched from; | had to direct it instead to 
a nearby airfield. The scenarios are 
detail-rich, and can seem overwhelming 
to the untrained eye, but the context-sen- 
sitive help menu can assist you at any 
time. Almost every important action in the 
game has a hot key; this is nice when 
time is of the essence. The toolbar is 
well-designed and easily understood. The 
tutorial is eminently useful. -Ted 


¢ Sound e¢ Replay Value 
80 93 


tutorials to get you into the way things 
work. (Note: the tutorials are occasionally 
wrong about which menu to look under 
for a particular item. Be patient, you'll find 
it.) The manual is even occasionally light- 
hearted (see the part about NTDS sym- 
bology). Everything that could have been 
done to please the hard-core simulation 
fan has been put in the game without 
ignoring that there will be some novices 
playing, too. Don’t be fooled—the learn- 
ing Curve is darn near vertical if you didn't 
play the first Harpoon or are new to simu- 
lations. Still, the game does everything it 
can to make it easy (or at least as easy 
as possible) for you. The care taken in 
producing this game is evident. Graphics 
are spartan but sharp, scenarios detailed 
and exciting. -Steve 
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THERE GoES THE NEIGHBORHOOD. 


BUILD MANKIND’S FUTURE IN SPACE 


oom. Earth is destroyed by a 
B catastrophic event, and you're re- 
™==" sponsible for rebuilding civilization on 
another planet. Lucky you. Where you go 
and if you survive is up to you — there’s a 
galaxy of possibilities. 

Based on NASA research in planetary 
science, robotics, terraforming, and 
interstellar spacecraft design, Outpost places 
you in control of the most comprehensive 
strategy simulation ever developed for the 
PC. No kidding. From the colonization 


= . 


il 
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See your local retailer or call 1-800-757-7707 


starship to the robominers and monorail 
systems you'll use on the planet surface, 
Outpost’s photo-realism and 3-D rendered 
animation are unprecedented. 


Develop agriculture, mining and manu- 
facturing to survive, and then invest in 
research and recreation facilities to make life 
more comfortable for your colonists - 
hopefully they'll be around long enough to 
enjoy it. Because, in the end, the decisions 
you make will determine the destiny of 
mankind. 


RAY IT'S ONLY A NIGHTMARE 


hit Gi aie 
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Go ahead and scream. From deep 
within your nightmare, utter a 


piteous cry — as though your life 
depends on someone hearing you. 


Because, in this reality, it does. 


From the master of computer 
gaming comes an interactive 
suspense thriller so shockingly real 
you'll pray it’s only a nightmare: 


Phantasmagoria. 


Phantasmagoria is no ordinary 
game, no tawdry attempt at horror. 
We wouldn’t dare. Biending the 
talents of best-selling game 
designer Roberta Williams and a 
team of the world’s finest 
cinematographers, Phantasmagoria 
unleashes an incarnate evil you 


never knew existed inside your PC. 


PLEASANT DREAMS. 


RELIVE THE ACTION OF THE 
Wor.p Cup ALL Over! 


Do ON THE PC WHAT BRITAIN COULDN’T, AND WIN THE 


The excitement of the World Cup com- 
petition need not be over. What if the 
teams had been seeded differently? What 
if England had made the cut, or if 
Argentina hadn’t? What if you had been 
the coach and star player? 

Empire Soccer ‘94 challenges you (and 
up to seven of your friends) to replay the 
games that led to the World Cup 1994. 
Champion a national team and lead it to 


Wor._o Cup FOR YOUR HOME COUNTRY. 


Ae genta od 


Be lasum 


Freely select the formation and special abilities of 
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80 82 83 72 88 


While | was initially skeptical, the 
cheerful tone and easy game play on 
this title won me over. I’m a big soccer 
fan (though | didn’t follow the Cup), 
and I’m pleased to see a game accu- 
rately capture the flaw.and.speed of 
the game. Unfortunately, there are 
problems in ES94that are difficult to 
avoid. Thé scrolling field prevents a 
true @bility tO pass and coordinate, 
which 1S essential to real Soccer. The 


Al is passable at best; uncontrolled 


teammates foll idly around in their 
assigned positions, even if a tremen- 
dous scuffle is going on ten yards 
away. While not a simulation for the 
diehard fan, beer and pretzel arcade 
sports fans will enjoy this one once 
they accept a few limitations. -Kevin 


your team before each game. -_ 
_ |Interface + Playability * Graphics * Sound * Replay Value 


victory against the computer or another LS 8 8 #% 868 


oye MANY 


An Italian player is shown the red card after a bru- 
tal charge against the Germans. 


Empire Soccer ‘94 
by Empire 


Game Summary 
Dribble, dodge, slide and banana 
kick your way to victory in the World 
Cup. Play any of 30 world teams, 
each performing at the level of their 
real-world counterparts. 


Overall 82% 


386 or higher, VGA 

High Density Floppy Drive 
Sound Blaster 

and compatibles 

Keyboard, Mouse, Joystick 
PC and compatibles 
Designed by: Graftgold Ltd 
Distributed by: Entertainment International 
Retail Price: $49.95 
Hard Drive Space: 1.4 Meg 
No. of Players: 1-8 players 


Rating: 


Requirements: 


Sound Support: : 


Controller: 
Available for: 
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Empire Software 
4 Professional Drive 
Suite 123 
Gaithersburg MD 20879 
(301) 216-9706 
(301) 216-0117 
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player. Each of the 32 teams included has __ My earliest memories of soccer come 


been modeled to reflect the strengths and 
weaknesses of the actual teams; 
Germany and Brazil are powerhouses on 
silicon as well. 

Play either training or exhibition games 
to sharpen your skills before the long 
competition. In training, teams can be tog- 
gled between five difficulty levels to ease 
the path for beginners. 

Before the match, select the length of 
half (1 ,3, 5 or 10 minutes), Pro or novice 
difficulty, formation spread of your team 
and the special ability possessed by your 
team, which ranges from Power Drives to 
Banana Shots. 

Play develops just like real soccer, with 
all aspects modeled: throw-ins, corner 
kicks, penalty shots, carding, diving head- 
ers sliding tackles and more. While the 
player only controls one player at a time, 
control slides seamlessly to the player 
nearest the ball. 

Tired of the World Cup? Rearrange the 
seeding by grouping the teams into new 
matchups, randomize the seedings or 
eliminate the inherent skill biases in the 
teams. Run your own tournament. 


M® ancentrna 


BE ru ey a 
A mad scramble at the goal ensues as the goalie 
charges the Argentinian offense. 


from the three years | spent in 


_ Germany, when | would occasionally 


watch it on TV after Monty Python’s 


y Flying Circus was over. This game 
helped to.cure my anti-soccer bent 


(God, What a dull sport!). Soccer ‘94 is 
to real soccer as whiffle is to baseball: 
both can be enjoyable, but which 
would you rather play? My vote goes 
to whiffle, and now, to Soccer ‘94. 
Graphies are cartoony and sound is 
primordial, but if you-ean five with the 
obvious limitations of only seeing a 


- quarter of the field at once and players 
__ who are little more than automatons 
when you’re not controlling them 

directly, its a pretty decent game. 
Downer: Al is a drag. -Ted 
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This is not accurate soccer action, but 
it is a lot of fun. | found it very frustrat- 
ing that the players on my team, when 
| was not controlling them, went to 
their assigned position and stayed 
there.regardless of the.action on the 
field. I({$ maddening to have one of 
your guys picking his teeth while an 
opposing player rushespast with the 
ball. The/Special abilities are nice, the 
“banana shot’ was particularly useful. 
It's got Some weaknesses. It’s hard to 
judge’a ball in the air, 1s also difficult 
to set up effective passing (unless 
you're the computer). The game may 
be biased in favor of the U.S. team: | 
lost as Columbia to the U.S. 6-0, and 
as the U.S., tied Columbia 3-3 in con- 
secutive games. -Steve 
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Leave your world 


behind. Step into a 
whole new reality of 


ancient mysticism and 
uturistic technolog 
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Adventure 


It will blow your mind. 


ALIEN LOGIC 


A SKYREALMS OF JORUNE” 
Role-Playing Adventure 


% 
2) 


A-Sky Realms of Joruné 


Ficcsas noactsiniodicteehoc 


| 


% : Ye 
LAL ROR ORO GO YS ODA CID NOR 


TO ORDER: Visit your retailer or call: 1-800-245-4525 
with Visa or MasterCard (U.S. & Canada only, please). 


On 3.5" disks and CD-ROM 
. for IBM & Compatibles 


“SkyRealms of Jorune” and “Leave Your World Behind” are trademarks of 
SkyRealms Publishing. “Alien Logic” is a trademark of Ceridus Software Inc. 
8 RO AN eT liustration ©1992 SkyRealms 
ree Publishing. ©1994 Strategic 

Simulations, inc. 
All rights reserved. 
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<c<GR REVIEWS 
| BELIEVE YOU’RE BLUFFING, 
Mr. PRESIDENT. 


Watci Honest A8é TAKE YOUR MONEY WITH A SMILE IN 


RIVERBOAT GAMBLING POKER. 


Davy Crockett has put in all his chips. 
He’s sticking his way through this one on 
guts alone with only a ten-high showing. 
Belle Starr takes his raise primly and 
pushes another thirty dollars across the 
table past her pair of queens showing. 
What’s your call? 

Poker in the Riverboat Gambling series 
from Softprime puts you in the pinstripes 
of the mid-1800s, the riverboat era. You'll 
be playing forty-five different games of 


Anything Open 
Gaine _Bettine ears able = Stats = Sound Ton Hep 


Face off against up to seven figures from history, 
each gunning for your stakes. 


Riverboat Poker 
by Softprime 


Game Summary 
Play 45 different poker variations 
against some of the 19th century’s 
notables. Call the game and the wild 
cards or take dealer’s choice. Lose 


money to the best. 


Overall 
Rating: 
Windows 3.0 or higher, 
VGA, Hard Drive 


Requirements: 
Sound Blaster 
and compatibles 
Controller: Mouse 
Available for: PC and compatibles 
Designed by: Softprime 
Distributed by: Softprime 
Retail Price: $39.95 
Hard Drive Space: 2 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Softprime 


Sound Support: 


500 Kirts Blvd. 
Troy, MI 48084 
(810) 362-4400 ext. 4459 
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Choose 4 your ¥ pairs: ‘dealer Point-and-click on spe- 
cial hands, wild cards and the game. 


poker against a selection of 12 historical 
figures from that period, including Sitting 
Bull, General Custer, Henry Clay and 
Abraham Lincoln. Each one begins with a 
different stake and has his or her own bet- 
ting strategies and nerves. Choose up to 
seven opponents for a big stakes game, 
or settle down with two or three for a quiet 
match of nerves and skills. 

You can customize the house rules for 
betting: bankrolls, antes, raise limits and 
late betting rounds. Play for dollars or 
hundreds of dollars. 

Call the wild cards and special hands for 
each round, from jokers and four flushes 
to bugs and bobtails. Or take dealer’s 
choice and let the table decide which 
game to play from Anything Opens to Spit 
in the Ocean. If you’re not sure how to 
play Heinz, game-specific help is a single 
keystroke away, or read the on-line hints 
and help feature. 

Play on a neutral background, or 
change to a variety of backdrops or pat- 
terns—you can even use your own files as 
wallpaper. The cardbacks can display a 
variety of pictures as well. Multimedia 
Ragtime music is included, allowing the 
GiIGICR of five songs from the era. 


ad Gard Mor nte High/Low 
fe Beltiig Cardbacke Table 


A 3 card stud poker game- 
“1a tat fh eh player, face dawn. 


Mabe round of betting. starting with 


yep gly trem 
suees, 4 


a up vling. are a srl lexetcicen away, or read 
the detailed on-line help and hints. 
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This is not the best selection of poker 
games I’ve ever seen, but it’s still a 
solid package. There’s a wide variety 
in the poker games themselves, and 
the extremely friendly help option 
means that you can,play.dealer’s 
choicé without worrying about being 
lost. In fact, a simgle Click tells you 
what you're holding, so this is an 
excellent introduction to poker (except 
that i Won't Suggest a discard in draw 
poker), The Al, while not Strong, is 
passable, and the addition of historical 
faces makes playing a bit more enjoy- 
able. There are plenty of fluff features 
for people who care about card backs 
and tabletops, but there’s enough 
game play here to keep semi-serious 
poker players busy. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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Poker games for Windows come out 
with startling regularity, it seems, and 
most are pretty plain. Riverboat Poker 
is no exception, although it does hold 
a slight edge in the sheer number of 
variations ingluded.in.the package. 
Graphics are fairly unsightly, and 
sound ig of thé minimalist sort (back- 
ground music is there, but it’s best if 


set to “off’), but ik you can overlook 
_ these drawbacks, the bundle is rea- 
_ sonably ‘decent. The Al is fairly good, 
_ judging by“how quickly the computer 
_ players picked up on making every 


card wild when playing Five Card Stud 


_ (two hands). One note of caution to 
_ 386 owners: you may feel like you’re 


swimming in glue if you try playing this 
without a swap file. -Ted 
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81 75 74 ~=60 72 


This poker game has a couple of fea- 
tures | am really happy to see. 
Primarily, it allows for games where, in 
particular circumstances, you have to 
match the pot or drop. That’s good. 
The number.and variety.of the games 
is very nice, as isthe inclusion of the 
special hands. Otherwise, this pack- 
age is pretty mediocre. | found it inter- 
esting that you can play draw poker 
games with a total of eight players (do 
the math—you’d need between 40 
and 64 cards from a 52 Card deck). 
Graphics are uninspired. It’s tough to 
keep track of the betting and the 
accompanying sounds for the comput- 
er players are really irritating. If | found 
this game in my hand, I’d consider 
folding. -Steve 
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©1994 Merit Software, Dallas, Texas. ©1994 Future Visionary, Inc. Harvester is a registered trademark of Future Visionary, Inc. All Rights Reserved. 


PLAY SOLITAIRE ON A 
MISSISSIPPI RIVER BOAT. 


ENJOY HUNDREDS OF VARIETIES OF SOLITAIRE AGAINST THE 
BACKGROUND OF A CLASSIC GAMBLING ERA. 


Most people can piece together a sim- 
ple game of Solitaire to while away a few 
minutes. Some even know they’re playing 
the Klondike style of Solitaire, and might 
even know how to play a couple more. 
But very few people know seventy-five 
solitaire games. 

With Solitaire from Softprime, your com- 
puter will learn the rules to those games. 
Try your hand at the double-deck mad- 


nin min. 15 sec 
Avetage winning time: 2 min, 15 sec 


(ea Groen | 


Trivia questions asked: 4 


Trivia questions answered comectly, 2 
Percent answered comectly: S0% 


Solitaire keeps statistics on your performance in 
every game. 


Riverboat Solitaire 
by Softprime 


Game Summary 
Play 75 different types of solitaire 
in a setting influenced by the 
Mississippi Riverboat era. Earn 
points on different variations and 
answer trivia questions about the 


Overall 85% 


Rating: 
Windows 3.0 or higher 


Requirements: 
VGA, Hard Drive, Mouse 
Sound Blaster 
and compatibles 
Mouse 
PC and compatibles 
Softprime 


Sound Support: 


Controller: 

Available for: 
Designed by: 
Distributed by: Softprime 
Retail Price: $39.95 
Hard Drive Space: 2 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Softprime 
500 Kirts Blvd. 
Troy, MI 48084 
(810) 362-4400 ext. 4459 
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Game Hoard Cardbacks Sound Stats Options Undo Help 


Rules and help for every game are available at the 
touch of a key. 


ness of Spider, or the tame reshuffling of 
Thirteens. The list of games is divided into 
three color-coded difficulty levels, allowing 
you to select your own level of futility. 
Each game has a detailed on-line 
recounting of its rules available at the 
touch of a key, including dealer’s tips on 
strategy; or a simple help function that 
shows you how to play directly on the 
screen. Many functions, including an 
Undo feature, are accessible by Hot Keys 
as well. 

Do you play Klondike one card at a time 
or three? How many redeals do you use? 
Alter the options of the game and see how 
these affect the difficulty. Solitaire awards 
the player points based on the difficulty of 
the game and the specific options. Check 
your history of attempts and even wins. 
Once you’ve completed a game, Solitaire 
will ask a bonus trivia question pertaining 
to the Mississippi Riverboat Gambling era; 
answer it for extra points. 

Play the games on a simple background 
or choose from a selection of atmospheric 
pictures; you can even import your own 
wallpaper. The backs of cards can be 
changed and Multimedia Ragtime music 
can play selections from the era as well. 


| Tam O'Shanter 0:24 Points: 11200 


Play the games against atmospheric backdrops 
with ragtime music. 


interface * Playability * Graphics * Sound * Replay Value 
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This is a strong solitaire package with 
plenty of variety in its games. If you’ve 
ever been addicted to a form of soli- 
taire, this package can be dangerous 
to your work habits. Many of the fea- 
tures, like.pictures.and. ragtime music, 
are pare tluif,and Can Safely be 
ignored; but they re nicely’done for 
people whG wish to worry about that 
sort of thing. The ‘interlace is a little 
stale (unable to double click On a card 
to move it to the stacks, for instance), 
but certainly passable. Being able to 
change the essential rules to the 
games is a big plus. This is not a 
package to occupy you, live or die, for 
many days; it's a pleasant game that 
you'll probably sneak onto your work 
computer. -Kevin 
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- Hands down (no pun intended), this 


bundle of variations on the solitaire 
theme is packed with variety. The 
graphics are kind of clunky, but this 
won’t matter unless you value form 
over function. | like.the little bonus his- 
tory questions that pop up after each 
successiul round; T’wish more games 
included trivia Questions as intelligent 
as these. Most of the games are time- 
passers, but the hard-level games are 
wonderfully challenging. The exten- 
sive help library is appreciated, as is 


_ the “quick rules” selection on the pull- 
_ down menu. One thing that is notice- 
_ ably lacking: a double-click card plac- 
_ er. Instead, you must manually click- 
_ and-drag cards onto piles, which 
_ becomes tedious. -Ted 
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This is a nice solitaire package. In 
fact, it’s one of the best I’ve seen, and 
with a few changes, could be in the 
class of Solitaire’s Journey. The over- 
sights and problems with the game 
seem minor.at first but.are really quite 
important. First, there is no double- 
click tO play Cards On aces. This gets 
really tiresome. Second, the music is 
really annoying, although it can be 
turned off. Graphics are decent though 
not that great, while sound effects are 
minimal“the number of games includ- 
ed as well as the ability to change 
around the rules to your liking, while 
generally standard in solitaire titles, is 
appreciated. The riverboat theme is 
interesting, if a bit misplaced. On the 
whole, this scores. -Steve 
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What if you could bring the US military 
machines of today back to the Battle of 
the Bulge? How would the Apache heli- 
copter fare against the likes of a circa 
1944 Nazi anti-aircraft battery? If you'd 
like to simulate these conditions, pairing 
off the weapons of war from World War | 
through the proposed Wehrmacht guns of 
tomorrow, Tanks! is definitely for you. 


Wargame Construction Set Il: Tanks! 
by SSI 


Game Summary 
A multiple-scenario wargame with 
a scenario editor built in. Create your 
own scenarios using the weaponry 
common to the major armed forces 
of the 20th century. 


Overall 


89% 


386, 2 MB RAM, VGA, 
DOS 5.0, uncompressed HD 
Sound Blaster, PAS, 
Thunderboard, Gravis 
Mouse 

PC and compatibles 


Requirements: 
Sound Support: 


Controller: 
Available for: 


No. of Players: One player 


THE SOFTWARE ROLODEX 


SSI 
675 Almanor Ave. 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
Fax: (408) 737-6814 
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FAHRVERGNUGEN IN A 


NEBELWERFER. 


A WARGAME THAT’S EASY TO UNDERSTAND AND HAS AN 
INTUITIVE INTERFACE? HIARD TO BELEvEl 
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Massive U.S. armored companies begin their push 
to the southeast. 


Among the many features of Tanks! is a 
scenario editor. With it you can generate 
and modify the terrain you'll fight on, rely- 
ing either on the computer to generate a 
model from some basic parameters or 
placing individual environment tiles your- 
self. You can then set up troop sizes and 
types, placing them on the map yourself 
or trusting the computer to figure out 
where they should go. Feel free to mix 
and match mobile weaponry from the 20th 
century, including weaponry that isn't 
even off the design table and may never 
be available! 

For those gamers who are of a more 
traditional bent, Tanks! comes with sever- 
al prebuilt scenarios; some of these are 


based on historical data, although they 
have been modified slightly to make them 
more interesting. You can, of course, play 
as either side in these scenarios, desig- 
nating whether you'll be using simple or 
standard rules of engagement (simple 
spotting vs. standard “fog of war” spotting, 
standard or advanced command rules, 
limited vs. unlimited ammunition). The 
possibilities are very nearly limitless, since 
the Al will handle each scenario different- 
ly. If you want to play an entire campaign, 
that’s an option, as well; the computer will 
ask you if you'd like to play the next sce- 
nario in a campaign after you’ve success- 
fully completed the last scenario you were 


playing. 


F 1918 


Set up forces from many eras and many nations 
and pit them against each other. 


Armored warfare is a balance between speed and 
range; the MRLS has both. 


Tanks! also has a feature that is 
extremely unusual in a silicon wargame. A 
built-in database lets the player know how 
two units will stack up against each other. 
“Database” is too harsh a word, however, 
conjuring, as it does for most people, 
images of unwieldy spreadsheet cells. 
Let's just say that this database is as easy 
for a beginner to understand as an expert. 
Although non-wargamers everywhere are 
probably shaking their collective head and 
Saying, “So what?” Experienced 
wargamers are probably foaming at the 
mouth to get their hands on a copy of 
Tanks! for this feature alone. 
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info the real commanders would know. 


Another remarkable feature of the game 
is its manual. It is painstaking in its level 
of detail, from showing the player how to 
calculate such things as the field of view 
and hit and kill probabilities to giving some 
important tips for winning strategies. One 
appendix is completely devoted to the 
game designer’s notes; yet another 
details each weapon's rate of fire, attack 
Strength, and effectiveness at range. 
Tanks! is a truly stellar package. 


Evaluate your efforts with the 
tory screen. Pyhrric victories are possible. 


scenario-ending vic- 


Interface -¢ Playability « 
90 96 


Tanks! may well be the perfect gener- 
ic wargame: a pinnacle of ease of 
use, combined with an endless ran- 
dom scenario generator and a builder 
that lets you play what ifs to your 
hearts content. The interface itself is 
clunky in places, but the visual pre= 
sentation of information to thé player 
is far superior to anything (se |’ ve 
ever seen. At a glance, yGUe Know 
everything vital about the unit jUSi by 
looking at its counter. That's desig@mat 
its finest, especially for qowiee 
wargamers. Another transcendent 
boon is the equipment database, 
always on line for checking critical 
range Capabilities. The scenario cre- 
ation sequences are so easy to use 
it's almost silly to play the included 


_|interface ¢ Playability « 
a 94 


_ Yes, the subheadline at left is correct: 
__ | actually enjoyed (and still enjoy) this 
wargame. Its ease of use is fantastic: 
__ the interface is clearly laid out (and 
_ detailed in the manual, once you real- 
__ ize it’s contained in an appendix), and 
_ you don’t have to squint at the@@reen 
_ to make out what a particular unit is. 
_ The graphics are crisp and clean, and 
_ the sound is excellent, if limited (note 
to the designers: excellent musie for 
the random scenario screen! It/may 
_ be repetitive, but you hardly notice). 
_ One of my major hangups about 
_ wargames has been their sheer lack 

_ of dynamics; rooted as they are in his- 
_ torical events, most play like the dust 


wis 


_ of ages has settled over them, infus- 


Graphics 
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_Ing their very essence with statistical 


Interface ¢ Playability « 
92 74 


Tanks has some wonderful features, 
and because of this, the one grating 
flaw | found in the game is even more 
grating. The interface is simple to use, 
with right clicks switching units and fir- 
ing, left clicks moving. The menus are 
simple and obvious, and the ability t6 
compare troop strength is great. The 
problem lies in the airstrikes. In one 
scenario, | lost about a dozendanks to 
enemy aircraft while my enemies lost 
none. So, | decided to play the same 
scenario from the other side of the 
war. The same exact thing happened: 
| lost lots of vehicles to air strikes and 
my opponent lost none. Since this 
was a historical scenario, one would 
think that one of the sides had air 
superiority. If not, would damage be 


Graphics 


72 


¢ Sound « Replay Value 
83 96 


scenarios, except that you’d be missing 
out on the painless fun of generating end- 
less scenarios based on historical situa- 
tions. The graphics are crisp and clear: 
the sound complete above and beyond 
the usual wargaming booms and explo- 
siOns. The only reason not to haul this 
OUt tO Show all and sundry who come to 
SCC aWMatyou have on your computer is 
thissSimple and chilling fact: these won- 
desfuNimn@vations don’t change the fact 
Mat this is still a hex-based wargame, 
dulhasmacrame to the jaded sizzle-and- 
flash Nintendo crowds of today. Sure, | 
think it’s great, but it’s unlikely to turn 
Aunt Martha into a Panzer Maven. On the 
other hand, tried-and-true wargamers will 
relax into its familiarity and wonder at its | 
improvements. -Kevin 


Sound « Replay Value 
89 99 


torpidity. Not so with Tanks!, since the 
random scenario designer allows me to: 
twist history to my will. An invaluable aid 
to this wargame is its strength compari- 
son database. With it, | am instantly able 
to see how one unit will fare against 
anotner. This was my other major 
hangup: while | am reasonably self- 
assuredhabout my knowledge of history, | 
couldnt tell you the difference between a 
Sherman and a TigerPanzer. Most 
Wargames expect you to tediously look 
this kindof information up in a long list of 
seemingly arbitrary acronyms and abbre- 
viations (example: TD Plt: 3xSU-85), 
frantically flipping pages as the enemy 
comes into range. This is anathema to 
me, and | kiss the feet of the designers 
for not forcing me to do this. “Ted 


* Sound «¢ Replay Value 
81 90 


inflicted on both sides? Additionally, the 
air strikes are much too powerful (I’ve 
seen four tanks go down to a single 
Strike). If your enemy has them and you 
don’t, you lose almost by default. | still 
won the campaign as both armies, but 
this Seéming bias toward the computer 
Player drove me crazy. And since this 
Was thé Only major problem | found with 
the game, it’s doubly frustrating. On the 
one hand, | really like the game’s inter- 
face ‘and simplicity. | like the construction 
aspects of the title. | like taking tanks 
from different eras against each other. 
On the other hand, if the computer 
doesn't use a level playing field, how fun 
can it really be? | haven’t been this frus- 
trated with a game in a long time, which 
is a real shame. -Steve 
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CHOOSE FROM OVER 30 RIDES, SHOPS COMPETE AGAINST 40 PARKS IN 6 CATE- EXPERIENCE THE JOYS OF MANAGEMENT, 
AND ATTRACTIONS, INCLUDING 5 RIDES GORIES INCLUDING RICHEST OWNER AND INCLUDING HOSTILE TAKEOVERS AND 
YOU DESIGN YOURSELF. CUSTOMER SATISFACTION. REAL-TIME ARBITRATION. 
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THINK YOU CAN DESIGN AND BUILD THE GREATEST AMUSEMENT PARK IN THE WORLD? 
YOU SELECT THE SITE, YOU LAYOUT THE RIDES. IN FACT, YOU CONTROL EVERY ASPECT 
OF RUNNING A HIGHLY PROFITABLE AMUSEMENT PARK; FROM HIRING EMPLOYEES, TO 


DEVELOPING NEW RIDES, TO MAINTAINING AN ADEQUATE SUPPLY OF SOFT DRINKS. 


ANY MISTAKES AND THE BUSTLING HORDES OF FUNSEEKERS WILL LET YOU KNOW! 


OH, AND THAT MERRY-GO-ROUND IN FLAMES IS A CLUE TOO. 


AVAILABLE FOR IBM® FLOPPY AND CD ROM, MACINTOSH® FLOPPY AND CD 
ROM, AND 3DO™. VisIT YOUR LOCAL RETAILER OR CALL 1.800.245.4525. ELECTRONIC ARTS® 


BUILDER, SERF CITY. 


Building a feudal empire isn't easy. 
There are dozens of things that you have 
to keep track of, from the overall supply of 
construction materials to making certain 
your serfs have the proper tools to do 
their jobs. It’s enough to drive a ruler into 
a frenetic dervish. 

In Serf City, you play just such a ruler. 
In order to be effective, you must decide 
upon a plan of expansion and conquer. 
Do you expand heedlessly, getting into 
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Arm and equip your happy serfs with dozens 
of tools and weapons. 


by SSI 


Game Summary 
You are the beneficent liege of a 
race of serfs who are at your mercy 
to make their decisions for them. 
Conquer the world through judicious 
use of resources and personnel. 


Overall 90% 


Rating: 
386 or better, VGA, 


Requirements: 


Distributed by Electronic Arts 
Retail Price $49.95 


Hard Drive Space: 3 Meg 
No. of Players: -2 players 


4 Meg RAM 
Sound Support: Sound Blaster, AdLib, 
Roland, PAS 


THE SOFTWARE ROLODEX 


Sol 
675 Almanor Ave. 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
Fax: (408) 737-6814 
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CATCH A KNAVE AND YOU’RE 
SITTIN’ ON TOP OF THE WORLD. 


THERE'LL BE TWO CHURLS FOR EVERY BOY IN SSI’S LATEST 


The geologist serf has found a sizable vein of 
coal in the nearby mountains. 


confrontation after confrontation with your 
neighbors, or do you cautiously plan every 
little move, down to the level of equipment 
you allow your serfs to utilize? All of the 
factors which go into either decision can 
be manipulated. 

Although the game starts with a number 
of random serfs, they are quickly allocated 
to do your will in whatever area of the 
economy you deem vital. There are over 
twenty different jobs that need doing, and 
any serf can adequately perform in what- 
ever arena you need them for, from knight 
to farmer, geologist to construction work- 
er, fisherman to woodcutter. 

A random map generator and variable 
world size, and ten separate computer 
opponents make for a different game 
every time you play. Variable skill levels, 
sequential scenarios and two player com- 
petition enhance the game’s appeal. You 
must place your castle in an economically 
viable spot, one with plenty of woods, 
open land, and mineral resources. Make 
your decision swiftly, because time 
marches ever onward, and your computer 
opponent is a lot faster than you. If you 
don’t place your castle within the first two 


The castle is the seat of defense as well as 
the auxiliary warehouse. 


Interface * Playability * Graphics * Sound * Replay Value 


75 55 §& 680 79 
Simulations are made or broken on 


the subject of micromanagement: 
does the game have it? Is it easy to 


access? Serf City answers these 
questions in an odd fashion: yes, but it 
doesn’t really matter. For a builder 
with such’ Massie internal architec- 
ture, there’s very little way to access it 
in a meaningful fashion. It doesn’t help 
that yod dont Control serfs, but 
demand actions instead; this only 
adds to the hidden algorithm feel. Serf 
City is an-enjoyablelif Bland game, 
featuring sparkling graphics (watch the 
farmer sow wheat) and a steep learn- 
ing curve (the program itself uses only 
icons, and the manual is little help). 
Try it if you’re addicted enough to sims 
to overlook afew problems. -Kevin 
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It’s good to be the king! Serf City is an 


enjoyable builder, not a serious 
_ builder, so anyone looking for Master 
_ of Orion 2 should look elsewhere. Do 


not make the mistake of overlooking 


_ this one, though. | had.a great time 
_ playing; the level@of detail is quite 
_ impressive The graphics won't break 
any new ground, and sound is fairly 
limited (musics, nice); nevertheless, 
the game is still eminently playable. 
One thing | would have liked is the 


_ ability tovassign my“serfs’ their jobs, 


but the computer makes an effective 


human resources department. Another 


nice touch would have been to include 


some way to speed time up; it’s a little 


_ shortage to clear itself up. 


irritating to have to wait for a material 
-Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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In addition to inspiring us to new 
heights of pundom, Serf City has pro- 
vided an entertaining, if slightly comi- 
cal game. My main troubles stem from 
the fact that it’s often tough to tell the 
serfs_apart, and the manual is no help 
in this regard. Combat is sort, of clunky 
and not very exciting orf fun (send 
troops, hope for the best) Additionally, 
you can’t/just connect roads to each 
other; they néed to connect at specific 
points./This makes creating new buila- 
ings and connecting roads something 
of a chore. The “special click” interface 
is hard to get used to. Despite these 
faults, Serf City is a decent builder. 
The variety of buildings is very nice 
and the graphics and music are cute, 
if a bit bland. -Steve 
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“= The Gorene Empire is at war with the Alien Alliance. The ally you choose and 
the battle strategy you devise will determine who controls the Ascalon Rift. 


is Choose your ally from either of opposing sides. Fly eleven different ships 
loaded with weaponry. Depart for over 100 varying missions. Then switch 
sides for unparalleled replayability. 
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“is Plot strategies. orchestrate battles. fly stealth missions. and conquer 
territories, with full combat. inside nebulas and asteroid fields. 


| * Riveting hyper-realistic 3-D graphics. with fully texture-mapped 
a ships. on-the-fly translucency. Gouraud and Phong shading. 
and. cinematic multimedia videos. 


\V 
- 


“* Driving music, searing sound effects and. on the 


CD-ROM version, fully digitized speech delivered by 
professional actors. : 


if ae _ aul Distributed by 


FOR IBM ee D IBM Pc CD ne M GAMETEK 


INTERACTIVE SOFTWARE 


The game of bridge as we know it today 
got its start in England around 1880. 
While many people are familiar with 
bridge as a game their parents or the local 
garden club plays, most do not know how 
to play it. It is a complex game comprised 
of luck, strategy, bluffing, and an intimate 
knowledge of your partner’s mind. It is 
also one of the most challenging and 
rewarding card games on the planet. 
QQP’s new bridge simulator, Bridge 
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Hone your bidding strategy before entering the 
Olympiad. 


Bridge Olympiad 
by QQP 


Game Summary 
An excellent game for those wish- 
ing to learn the game of bridge or 
pass the time in rubber play; serious 
players will feel somewhat stifled by 
the computer Al (or lack thereof). 


Overall 
Rating: 


81% 


Requirements: VGA, DOS 5.0 


Sound Support: N/A 


Mouse 

PC and compatibles 
QQP 

QQP 

$59.95 

2 Meg 

One player 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
QQP 


495 Highway 202 
Flemington, NJ 08822 
(908) 788-2799 
Fax: N/A 
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CGR Reviews 


IF YOU ENJOY MARATHON 
SESSIONS OF BRIDGE... 


BrioGe OLYMPIAD FROM QOP Is BRIDGE FOR THE 
MASSES: EASY TO LEARN AS WELL AS USE. 
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A strong diamond run spells trouble for the East- 
West team. 


Olympiad, is designed with the uninitiated 
in mind. The bridge tutor is an excellent 
beginner’s resource, and the manual tells 
you how to bid within the basic conven- 
tions that are used in tournament play. 
Although you would never be able to do it 
in a real tournament, the practice room 
allows you to ask your partner for hints. In 
addition, if you want to set up the hands 
so that they are always in your favor, you 
can do that, too. Forty different players vie 
to be your partner here. 

For the leisurely bridge player, there is a 
“rubber room” where you can simply sit 
down and play rubbers for points. Each of 
the other three players becomes your 
partner or opponent in turn, and the player 
with the highest number of points wins the 
rubber match. This is an excellent way to 
practice your bridge strategy, as you must 
learn to rely on your partner’s ability or 
inability to carry out decent bridge bidding 
and play. 

Finally, there is the Bridge Olympiad, in 
which you must select your three team 
members from the roster of twelve of the 
National Bridge Club. Round robin play 
assures that you will match wits with all of 
the other seven teams. 


Seven hearts bid and made. Taking every trick is 
neither easy nor common. 


interface * Playability * Graphics * Sound * Replay Value 
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QQP has again taken a product that 
many other people have done and 
reworked it in a way appealing to the 


~ novice as well as giving the journey- 


- [interface + Playability * Graphics + Sound * Replay Value 


man player something to do. In Bridge 
Olympiad,.the reason.to.go on playing 
is the Ournament mode; there's a rea- 
son t6 play tubber after rubber. This is 
a decent game to leafn Dridge on; 
unfortunately, it\wont hold the atten- 
tion Of a deadly serious player. Also, 
the novice must be Careful to select a 
partner who doesn't bluff on’ bids and 
who is competent, or else they’ll find 
themselves in hot water without know- 
ing why. BO has crisp graphics and 
good attention to detail (like the card 
counter screen), but won’t stand up to 
repeated play. -Kevin 


92 92 90 65 93 
While Bridge Olympiad is certainly an 
excellent learning tool, most serious 
bridge players will feel a little confined 
by the game’s Al. Try as | might, | 


_ couldn't get the program to budge 
_ from the_bidding conventions it relies 


on: American Stawdard, Natural, and 


_ Precision. Many of the partners | 


played with would balk at taking the 


_ biddigg higher than four when it was 
definitely called forpyet would stupidly 
bid to five when it was not. | was 


_ pleased to see that the Olympiad sec- 


tion of the game used Duplicate rather 


_ than rubber play; few computer bridge 


- games allow this style of play. The 


 game’s practice room is perfectly laid 
out for the beginner, using a well- 


planned button/icon tableau. -Ted 


interface * Playability » Graphics * Sound * Replay Value 
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Bridge Olympiad is certainly the pretti- 
est bridge game I’ve seen. The game 
is also attractively laid out and very 
simple to use. My main beef with the 
game is that often, the computer bets 
very strangely. For example, in one 
game, the east-west team bid 2 dia- 
monds, 4 clubs and then 6 clubs while 
my partner and | held.the ace, king 
and jack of clubs. Every now and then, 
your partner will do the Same thing to 
you—ask you to back him up and then 
fail to come through with what he was 
indicating. If you’re a beginner (like 
me), play only with and against play- 
ers who don’t “cheat” (which is essen- 
tially bluffing in bidding). This will save 
you many headaches. The tourna- 
ments are nice. -Steve 


Sprint® long-distance service just 
became more valuable - up to. $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, . 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's “fiber-optic” clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 


The Most? A Unique Calling Plan 


Sprint offers an unprecedented long- — 


distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


* 


the most, including international 
calls—even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


Save on Long-Distance When 


You’re away from home too! 

Sprint’s FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're _ 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
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directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 
Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 


. distance to Sprint, and will even pay to 


switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 


you want while getting two Sierra 


games you enjoy? a 
=—7 Sprint. 
€= SIERRA’ 
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* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for F ONCARD-only orders. One offer per 
household. Certain restrictions apply. 

** Retail value of Sierra Games. Offer valid on any current 
Sierra product with a retail value of $79.95 or below 
*** To qualify for a second game, the customer must bill $20 
per month in 3 of the:first 6 months. 
**** THE MOST discounts apply to in-state/intraLATA calls 
only where authorized. 


YOU TAKE THE HEAT? 


‘CGR REVIEWS 


WWII. THe Paaric. CAN 


BECOME ONE OF THOSE MAGNIFICENT MEN IN THEIR FLYING 
MACHINES WITH 1942 FROM MICROPROSE. 


The battle for control of the Pacific 
began in earnest in 1942. The US Navy 
had picked itself up from the ashes of 
Pearl Harbor, and had set sail for the Far 
East. The men who sailed with the fleet 
were ready to take on the world, albeit 
somewhat nervously. A tough job was 
ahead of them, and they knew tt. 

On the other side of the Pacific, the 
Japanese knew they had made a tactical 
error by not returning to finish the work 


thing for taking 
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The Dauntless SBD is just the 
down those pesky enemy ships. 


1942: The Pacific Air War 


by MicroProse 


Game Summary 
Fly the aircraft used in the battles 
between the US and Japan during 
the intense campaign in the Pacific. 
Play as a pilot for either side, flying 
full scenarios or single missions. 


Overall 
Rating: 


Joystick/mouse/keyboard 
PC and compatibles 
MPS Labs 

MicroProse 

$59.95 

13.5 Meg 

One player 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
MicroProse 


180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
Fax: (410) 771-1174 
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The proper tool for the job: aircraft loadout is 
quick and easy. 


they had started at Pearl. Now, their plans 
rested on entrenching themselves on myr- 
iad islands sprinkled throughout the South 
Pacific. The beginning of the end for 
them, at Midway atoll, is only months 
hence. 

MicroProse’s 1942 brings you into the 
middle of this situation; you are a pilot 
who must help win the war for whichever 
side you choose. Play for the US and 
you'll be able to prove your mettle in the 
cockpits of such planes as the Corsair, 
the Avenger, and the Dauntless SBD. If 
you decide to fly for the Japanese, you'll 
be treated to the Kate, the Jenny, and the 
Startlingly adept Mitsubishi Zero. There 
are ten full-scale scenarios from which to 
choose, including the battles of Midway 
and the Coral Sea, as well as the fierce 
battle for the Eastern Solomons and 
Guadalcanal. Or, for those who simply 
wish to get right into the action, there are 
single missions to fly. Loadouts can be 
customized by craft, so you can test each 
mission for optimum target/weaponry. The 
game comes with two manuals, one to 
introduce the player to the scenarios and 
game controls, the other to familiarize the 
player with flying. 


Hitting the ground at over two hundred mph while 
on fire is something to be avoided. 


interface * Playability * Graphics * Sound * Replay Value 
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1942 has tumbled more to the 
demands of realism enthusiasts than 
regular players. If you want a WWII 
Pacific flight sim where your plane can 
shake apart if you dive at speed, and 
flying at full throttle for any length of 
time will burn Out your engine, this is 
the sim for you. If you take a lighter 
view Of aerial physics, though, you can 
turn just aboutoall of that stuff off. | 
have to admit 1942 is a pretty sim, 
with plenty of variations on missions 
(especially training missions). I’m not 
qualified to pass judgement on 
whether its annoying realisms are 
realistic; | suppose it’s nice to be able 
to look down into your lap rather than 
at enemy planes. | just can’t imagine 
why you’d want to. -Kevin 


interface * Playability * Graphics » Sound * Replay Value 
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1942 is a pretty game, but even pretty 
things can have flaws. While it’s fun to 
fly the planes, the cockpits are not 
authentic, nor are the flight character- 
istics (both are advertised as authentic 
on the box),.l.appreciate MicroProse’s. 
efforts at accurate. flight modeling (the 
yaw effect is quite nice and thoroughly, 
accurate), but.a Dauntless SBD simply 
can’t get up enough speed to lift its tail 
section off the deck before it gets to 
the conning tower of Its carrier. 
Additionally, the number of keys you'll 
need to memorize in order to fly well is 
cumbersome. Despite these small 
flaws, 1942 is an excellent and enjoy- 


able game, with tremendously good 


graphics and just enough sound for 
proper atmosphere. -Ted 


interface * Playability » Graphics * Sound « Replay Value 
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One of the things that often annoys 
me about flight sims is the sound of 
the engines. 1942 doesn’t suffer from 
that problem. Additionally, the graph- 
ics are very pretty, as are the fades in 
and out of.each scene. The flight, of 
course, is what.this game is all about, 
and in this respect it does not disap- 
point. The planes are easy.to fly and 
the basic commands are pretty stan- 
dard. For those who really want to tear 
into the simulation, these possibilities 
exist, while if you don’t, you don’t have 
to. This is nice, since | could care less 
about the actual flight dynamics of a 
WWII era fighter. 1942 is playable and 
pretty, even if it doesn’t have any par- 
ticular feature that really makes it 
stand out from the genre. -Steve 


Py, higher. 


Higher. Faster. Farther. 

CH Products is defining new 
standards of design and 
performance for computer pilots. 
We'll empower you to effortlessly 
relay commands with a feel of 
absolute control... to swoop, loop and 
Soar like never before. 


Nove faster. Get your hands on 


the top gun precision 
FLIGHTSTICK PRO"™, the red-hot 
FLIGHTSTICK", or the beginner’s 
JETSTICK™ line of joysticks. Or our 
lightning-fast GAMECARD 3 
AUTOMATIC™. And VIRTUAL 
PILOT™ a yoke 
that willdefyyourr teach farther. 
concept of reality. And there’s more 
on the horizon. From drawing board 
to your fingertips, ours is a relentless 
pursuit of new and better products. 
CH Products began with a dream 
25 years ago, and we’ve never 
looked back. Today, we give you 
the wings to fly. 
Higher. 
Faster. 
Farther. 


For all IBM and 
Compatible PC’s 


970 Park Center Drive Vista, CA 92083 
Phone: 619.598.2518 Fax: 619.598.2524 


TM 1993 CH Products, a Joystick Technologies Inc. Co. 
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Theme Park 
by Bullfrog 


Game Summary 
Design and nourish your own 
theme park from scratch. Begin with 
boring rides and dull concessions 
and research your way up to huge 
roller coasters and steakhouses. 


Overall 88% 


Rating: 
386 or better, VGA, 


Requirements: 
4Meg RAM 


Sound Blaster 

and compatibles 
Mouse, Keyboard 
PC and compatibles 
Bullfrog 

Electronic Arts 
$59.95 

16 Meg 

One player 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: — 


THE SOFTWARE ROLODEX 
Electronic Arts 


1450 Fashion Island Boulevard 
San Mateo, CA 94404-2064 
(415) 571-7171 
(415) 286-5556 
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LD RAL CE OF YOUR WOVELTY SHOP UP bY ABOUT 


Al 4 26 ap. 7 Pe SE 
Build your park from a three-quarter scrolling per- 
spective. Watch the visitors’ every move. 


Designing and running a major theme 
park is not an easy job—but now it’s yours 
in Theme Park from Bullfrog. You'll have 
to research new rides while juggling main- 
tenance on the ones you already have. 
Staff will demand contract negotiations 
just when the visitors are complaining that 
the park’s too dirty. Better turn down the 
speed on the new roller coaster—dizzy and 
sick visitors are creating new hygiene 
problems right next to the food stands, 
and, oh, it’s raining. 

After selecting a world region for your 
first park, begin building in earnest. The 
little tykes will need paths to walk on, 
walls to keep them from walking in places, 
and signs to tell them where to go. But 


SPIN SMALL 
CHILDREN 

AROUND AT 
VERY HIGH 
VELOCITIES. 


BuT TRY TO AVOIO THE 
DREADED CHAIN CHUNDER. 


You mus 
how are the visitors feeling? 


where do they go? At the beginning, only 
simple and boring rides are available, but 
best build those. It won't be too long 
before your money channeled into 
research pays off with the invention of 
Roller Coasters, Race Car Tracks and 
Plane Flyers. How long should the queues 
be? Too long, and people will grow bored 
and leave; but too short and the ride 
doesn’t run at full capacity. 

The rides are what the visitors come for, 
but they'll spend other money while 
they’re at your park. A nice Mr. Whippy 
ice cream stand over by the Tree House 
is a good idea; but better watch out near 
the Bouncy Castle. Too much food near 
there and the visitors will get sick after the 
exciting ride. 

But not enough people are happy with 
the park. Time to hire people wearing 
ridiculous floppy suits: the Chickenman, 


TEM RICCER 


Research plays an important park in theme park 
design; new rides must be discovered. 


Sandbox mode and don’t worry. 


Rhino man, even the majestic Squidman 
will entertain children. And the park is 
being filled with litter, so better grab a 
Squad of handymen to clean the toilets, 
pick up the litter, mow the grass and keep 
the vomit chain reactions to a minimum. 

The park is getting large, but people 
aren't moving around quickly enough. 
Time to hike the caffeine in the coffee. 
Drinks not selling well enough? Jack up 
the salt on the fries. Alter the chances for 
success and the cost of the prize on the 
sideshow games; even control the amount 
of fat in the hamburgers. 

You'd best run a tight park, because 
you're not alone. Plenty of other people 
are out to make a buck, too. Make sure 
your park is the most fun as well as the 
most pleasant: build pretty fences, placid 
lakes and weeping willows. Or construct 
the fastest, longest or tallest roller coaster 
in the world. The real bottom line is in the 
bathrooms: the park with the Super 
Toilets will win out over all others. 

Theme Park is a simulator that can 
accommodate various levels of play. 
Players who just want to build, build, build 
can play on the Sandbox level, which all 
but ignores research and funding. 
Mainline players will use the Simulation 
level, while the hardcore sim fans will con- 
duct business as a full Business, requiring 
the purchase of stocks for the shops but 
granting access to the stock market. 
Newcomers will receive the help of an 
advisor, who chimes in when it’s time to 
increase ticket prices or raise the price of 
drinks at the Saloon. Successful park 
Owners can sell their parks and buy land 
in a larger, more expensive country. 


Visitors slowly loitering about the park? Put more 
Caffeine in and watch them move. 


Interface -¢ Playability 
78 84 


Theme Park is the perfect example of 
the detail and scope that every 
sim/builder should aspire to. Building 
a theme park is a tightly wrapped, well 
delineated area that still allows for 
plenty of creativity. Bullfrog has gotten 
the level of detail nearly perfecaits 
hard not to appreciate a garde that 
has algorithms for chain-r@aetion 
vomiting. You can tinker wifijgst 
about anything that needs tinkeringan 
the park, with a handy advisor to fell 
you when you need to tinker. DOR’ 
feel like dealing with the monetary bit 
too much? Fine—play on Sandbox 
level. TP encourages an attention to 
fine detail without requiring it, which is 
the benchmark for a good game of 


92 


| was somewhat skeptical of the 


_ playability of this game when | first 


_ saw it at January ‘94 CES. It has 


undergone much revamping and 
_ improvement since then, and is now a 


_ quite enjoyable builder. Graphics are 
_ cute and mildly disgusting (though 


entertaining); game play involves a 


_ rather thorough simulation, right down 
_ to cleaning up the yuke from people 
_ who’ve gone on rides too soon after 


eating. One of the best graphies inithe 
game comes when a ride doesnt get 
proper maintenance in a timely fash- 


_ ion: the ride explodes, complete with 
__ kids flying through the air. The inter- 
_ face is built with some rather broad 
assumptions in mind; read the manual 

_ first, and read it all the way through. 


Graphics 


¢ Sound « Replay Value 
86 92 


to put food near a fast ride, due to the 
aforementioned chain reaction; but sim- 
ply applying more handymen to the area 
will work if you never noticed that you 
were doing so in the first place. TP isn’t 
perfect; the interface is a little touchy and 
Gificultto use in places. People are very 
GiMicultto control. It can be very frustrat- 
ing tO line up fences and paths on the 
Mrée-quarter perspective map, even with 
the Wery handy ‘Make Everything Tiny’ 
feature, It would have been nice to be 
abl@ to design a few more rides. Still, with 
spatial foresight and experimentation, 
you can build an incredible themepark. 
Best of all, a good game never ends: sell 
off your park in Britain and buy a blank 
slate in some other country. Bullfrog has 


any genre. For example: it’s best not produced another winner. -Kevin 
_|interface ¢ Playability * Graphics * Sound « Replay Value 
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Sound is good; again, remember the 
aforementioned yuking and use your 
imagination (unless you buy this 
game-—no imagination is required after 
that). The music is a trifle irritating, but | 
managed to ignore it after awhile. The 
main drawback | found was the some- 
What balky mouse control; you sort of 
Nave tophunt in order to find a place to set 
any Of yOur workers down, and you’ll 
often misplace where you want the rides 
and shops to go. Don’t let the material of 


tae game fool you: this is not an easy 


game to win (it’s not even easy to do 
halfway decent). You need to be con- 
stantly aware of the price of things, from 
food items to personnel to admission tick- 
ets. Altogether, Theme Park is an impres- 


sive builder. -Ted 
Interface ¢ Playability * Graphics * Sound « Replay Value 
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From the extensive and slightly evil 
introduction (a man pops out of the 
television and magically whisks a fam- 
ily away. Try watching it without the 
sound), Theme Park impressed me. 
As | expected with a Bullfrog game, 
the graphics are gorgeously detailed) 
complete with people walking around 
with thought balloons and occasional 
retches. The game as a whole is well 
designed and complete. In addition to 
just creating the park, you have to pay 
for employee training, ride develop- 
ment and more. It would have been 
nice to know what my researchers 
were studying. It was a surprise every 
time they made a new discovery, 
prompting such outbursts as “l’ve 
invented the Super Toilet!” Negotia- 


tions with striking workers is handled in a 
very innovative fashion; try to get the two 
hands to meet in a handshake before the 
food runs out and the meeting is 
adjourned. | like that when a ride is 
breaking down, the accompanying music 
goes ail funny. A couple of things are 
lacking in Theme Park. The mouse con- 
trol is @ little difficult. More than once | put 
down a ride only to have the queue and 
exit ramp go in the totally wrong place. 
This can be fixed, but it’s a pain. Seeing 
around the three-quarter view is tough, 
but acceptable. | would have liked to be 
able to rename my rides and shops as 
well as my costumed employees 
(although | truly dig the Shark Man) to 
actually give my park a theme. That is, 
after all, the name of the game. -Steve 


COMPUTER GAME REVIEW 39 


CGR REVIEWS 


FLY BETWEEN THOSE PYLONS 


TO REPAIR YOUR PLANE... 


Evasive ACTION FROM THE SOFTWARE TOOLWORKS PUTS 
A NEW SPIN ON FLYING A COMPUTERIZED JET. 


The first decision you make will deter- 
mine how you live or die. Do you fly in 
open-topped wood-and-canvas frames, or 
elegantly engineered metal silhouettes 
with thrust powerful enough to cause the 
air itself to slip aside and slam together? 
What are your weapons of choice: the 
trusty .50 caliber machine guns of yester- 
day, or the swift blows of concentrated 
plasma beams yet to be built? You decide 
what craft to take in Evasive Action. 
3:32.56 . 


A F/A 18 Hornet guns her engines while taking off 
from a carrier deck. 


Evasive Action 
by Software Toolworks 


Game Summary 
Fly two complementary planes 
(and spacecraft) from four different 
eras through air duels and barn- 
storming raids. Race or duel against 
the computer or another player. — 


Rating 84% 


386-40 or higher, VGA 
4 Meg RAM, Hard Drive 
Sound Blaster 

and compatible 
Keyboard, Joystick, Mouse 
PC and compatibles 
Particle Systems 
Software Toolworks 
$49.98 

10 Meg 

1-2 players 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
The Software Toolworks 


60 Leveroni Court 
Novato, CA 94949 
(415) 883-3000 
(415) 883-0298 
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You'll have to fly some tough stunts, like thread- 
ing the smokestacks at 550 mph. 


Four different eras of air combat are 
included in Evasive Action from The 
Software Toolworks. Fly the Sopwith 
Camel or the Fokker Dr.1 in the unfriendly 
skies over Europe in 1918. Or twist and 
turn over the Pacific in 1943 in either the 
Mitsubishi Zero or the Grumman Hellcat. 
Match the superior technologies of the F- 
18 Hornet and the MiG-29 Fulcrum in 
1995, or make war in the void in 2064 in 
either the Sonishi Laserman or the sleek 
Aoun Leatherback. Each pair represents a 
dichotomy in design native to the period, 
usually speed versus maneuverability. 

Play against the computer, over a 
modem, or in split-screen head-to-head 
action in either duel or racing scenarios. 
The scenarios are filled with stunts of vari- 
ous difficulty, such as flying between the 
smokestacks of factories or between sky- 
scrapers. Make the stunt and your plane 
will be rearmed; otherwise, you'll have to 
land to rearm and refuel. Select from sev- 
eral options, including duelling to pilot 
death or just to first blood, switching attrib- 
utes of planes, and changing planes. 
Cinematic screens will play during impor- 
tant portions of the game, like completion 
of stunts or landing on a carrier. 
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Co to Next Stunt 


Treat yourself to full-screen cinematics during 
important scenes, like stunt completion. 


Interface * Playability * Graphics * Sound * Replay Value 
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Evasive Action is much more fun than 
| expected. This is not a flight sim; it’s 
an amusing arcade game that involves 
airplanes. This game won’t push any 
others off your hard drive, but it’s good 
clean occasional fun nonetheless. The 
interfagé iS MOre simple than you can 
imagine: push the fire button to take 
off. Push itragain to rais@ landing gear. 
Et cetera. Unfortunately, the dueling 
section of the gamewis nowhere near 
as much fun as the stunt races, and 
the stunt faces are too Slow to be 
much fun except in the spaceships 
and the jets. Still, this is one of the 
best beer-and-pretzel flight games out 
there, and the two-player split screen 
option is better and more fun than fly- 
ing against the computer. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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_ Those expecting a hard-core flight 
simulator will be let down by Evasive 
_ Action. On the flip side, those expect- 
_ ing a good game will be thoroughly 
_ pleased. Sure, you can spend all your 
- game time dogfighting, but the real fun 


is in flying the “stunts.” you're fight- 
ing, you have to reload your weapons 
by flying through the “stunt” boxes, 


_and if you're racing, you have to fly 


through a defined series of them. 
There is hardly any realism to the fly- 
ing (a plane that is 2: km away looks 
like it’s less than half a klick away), but 


_ who cares? | started playing this game 


and was hooked immediately. The 
only thing | can think of to make this 
game better would be a race course 
editor. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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Evasive Action, while sorta positioning 
itself as a sim, is really an arcade 
game. It’s unique in that during a dog- 
fight, you can include the unrealistic 
aspects of repairing damage and 
reloading weapons by flying through 
“stunts. The idea is great, but the 
execution leaves a little to be desired. 
The game play is touehny—getting a 
Fokker to/fly level is a/ Herculean task, 
and in four Consecutive dogfights in 
that craft, the computer player 
rammed me intentionally. The races 
are innovative, but they are the only 
part of the product | really found enter- 
taining. I’m also a little disappointed in 
only having eight craft to fly, two of 
those fictional. It has promise, but ulti- 
mately falls flat. -Steve 


LIFE HAS ALWAYS BEEN A MYSTERY... UNTIL NOW. 
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— Long ago, while other civilizations were still 
3 — immersed in mythology, the Chinese were feverishly 
| collecting and documenting certain unique personality 
traits displayed by those born during the cycles of its 
lunar calendar. This in-depth information formed the 
foundation of The Chinese Astrology. Although its use 
has been officially FORBIDDEN in the Orient since 
1930, FOR THE FIRST TIME EVER, these Asiatic 
concepts have finally been harnessed into the PC 
World! If properly used, you will unleash the secrets of 
the past, present and future! These ancient, Eastern 
influences have been combined with OUR Western 
Zodiac to form a one-of-a-kind self-discovery tool: 
EAST meets WEST: Chinese Astrology. 
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An original soundtrack, digitized speech, detailed 
= personality revelations, recommended occupations, 
= = < and much, much more, combine to transform a 
= Sou ne simple information Source into the AWAKENING OF 
= THE CENTURY! Over 2,000 well-known celebrities 
| and their respective signs have also been included! 


Ss : oe _ . THE ANSWERS ARE AS CLOSE AS YOUR PCI 
= | eres x Even though you will reveal the innermost personal 
. | details about yourself within minutes, you Will find 

yourself spending hours studying the mulielayered 


intricacies involved with family and friend§! BAST 
al 5 N E S E ey | RO L OGY meets WEST: Chinese Astrology requifes fo 


specific code of belief; however, many Ofental 
cultures swear by its accuracy and refuse t@ make 
decisions without consulting it first. Just look at ine 
vast fortunes that have been generated in the Oflent! 


5” Sass Here, then, is your personal invitation. inte ihe 
tek «=i Old «oof EAST meets WEST: Chiftese 
* Astrology! oP 


| ~ Use the coupon to lai 
your savings or call us TOLL FREE a 
1-800-700-9901. | : 
Please respond promptly! 


Available for IBM and Compatibles. Supports VGA/SVGA 
and Sound blaster. Mouse required. 


=a won nw wee we ee ee ee ee ee ee ee ee me ae ke ee a ee ee a ee a a om mo om: - - « 


KF ea ee Fe HH =©=6XEAST n ST: Chinese Astrology Yxwls)h2m 2z~m 


REG. $54.95 ... SPECIALLY PRICED SAVE $10.00 $ 44.95 
POSTAGE & HANDLING $ 3.00 
(CALIFORNIA ORDERS ADD 7% SALES TAX) Address —____ 


Method of Payment (check appropriate box): City —___—_—____ 
_] CHECK or MONEY ORDER enclosed for $ State/Zip 


_——_eeeneer eee et 


_IVISA  _] MASTERCARD EXP.DATE / SEND THIS COUPON OR CALL TOLL FREE 1-800-700-9901 
CARD # ee Realistic Automation, 1030 E. Washington Ave Ste.119 Dept. 3718, 


Escondido, CA 92025 


SIGN ATURE NOT AVAILABLE IN RETAIL STORES 


It’s A LONG FLY BALL, DEEP 
To mY BIOS cp! 


MIcRO SPORTS OFFERS UP PRO LEAGUE BASEBALL TO 
POWER HITTERS EVERYWHERE. . . 


The ball flew off the bat with a distinctive 
crack, falling to earth and bouncing up 
into the left fielders glove. Sammy Sosa 
churned up the line as he sped for home, 
undaunted by the swiftly returning ball. 
Ron Karkovice’s mask was already in the 
dust as he awaited the throw, bracing for 
impact a few feet in front of the plate. 

Now you can decide how it comes out 
with Micro Sports’ Pro League Baseball. 
Take the 1993 lineup of any of the major 
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call the science behind the shots. 


Pro League Baseball 
by Micro Sports 


Game Summary 
Use full 1993 rosters to play base- 
ball in either arcade or strategy 
modes. Access enough stats to give 
a Statistician a heart attack. Runa 
league with modem play. 


Overall 86% 


Rating: 
386-25 or faster, VGA 


Requirements: 
4 Meg RAM, Hard Drive 
Sound Blaster 
and compatibles 
Mouse, Keyboard 
PC and compatibles 
Micro Sports 
Micro Sports 
$49.95 
15 Meg 
1-2 players 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Micro Sports Incorporated 


One Northgate Park 
Suite 103 
Chattanooga, TN 37415 
1-800-937-7737 
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The Sterting Pitcher will be 
Greg Maddux 


f i 
ARABS NENA IR et 


The Batting Lineup will be 
CF Otis Nixon = 
3B Terry Pendleton 

LF Ron Gant 

RF David Justice 

1B Sid Bream 

8S Jeff Blauser 

2B Mark Lemke 

C Damon Berryhill 


BEARD NERD TOLLE AID SRI LOE BLE LIE Te TN OD a eae 
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NTH O LALO SRDS LA aN 


apeeeeee . > 


Aay Ball! 
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Select your starting lineup manually or let the 
computer do it. 


RENE es AB A 2 


league teams and pit them against all 
comers in an exhibition game or full 
league play. 

After customizing your lineup, time your 
swings carefully in arcade mode, or just 
call the hit-and-run in strategy mode. 
Watch the computer play itself or take it 
on; or have a friend play face to face or 
over a modem. Hear the crowds’ roar and 
the announcer in a detailed stadium. 

Pro League Baseball’s true power 
comes in its league play and statistical 
basis. Run a customized team with 
friends, including customized schedule 
with draft (create new players!). PLB 
maintains over 40 categories of batting 
stats and 30 categories of pitching stats 
per player, as well as League Leaders 
and team leader standings in all major 
categories. In addition, you will be able to 
download weekly stats furnished by Stats 
Inc., and stay close to the new season. 

Full seasons can be autoplayed in min- 
utes, using the base of statistics given. 
The League Set Up module includes the 
new 1994 Division alignments, so feel free 
to play with what-ifs like injuries and 
trades, seeing what effects these changes 
have on the season-end standings. 


. “Mee 
Wiilerry Pendleton 
} wwe sig) on. 
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These are just a portion of the stats for the play- 
ers. Each accumulates new ones too. 
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While | normally don’t go out of my 
way to play arcade sports sims, the 
ones that detail the strategy behind 
the games usually will catch my eye. 
This is no exception. In fact, this game 
is a statistician’s dream=you can find 
out what the Datter’s batting average 
during late-inning pressure situations 
is. Unfortunately, actual game play is 
somewhat lackluster; this is balanced 
by immense attention, to’ detail in the 
incredibly complete drait, league 
leader tables, etc. In short, this game 
is good at everything about the sport 
of baseball, even if it's not so good at 
simulating the sport itself. Box score 
freaks and fantasy league managers 
shouldn’t miss this one; less intense 
players will be bored. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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There seem to be a lot of games com- 
ing out this month that are making me 
reevaluate some of my biases towards 
a particular genre. This is one of them. 
Despite sports holding such sway over 
the American public, |’ve.always sort of 
givendt a miss, sO to Speak. Thus, 
sports games usually don’t thrill me. 
PLB94, though, is'so well put together 
that leactually found myself interested 
(for the first time in my life) in baseball 
statistics. This game is Chock full 
(make that crammed) with stats from 
the ‘93 season; that it carries the 
MLBPA license helps. Play is quick, 
the interface is easy to learn, and | can 
finally put my much-beleaguered Cubs 
up against the despised White Sox 
(turns out the Cubs won). eS 
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| like the game of baseball, but on the 
computer, I’m more prone to enjoy a 
stats-based sim than an action game. 
This is about as good as you can get 
for stats at the moment. While the 
graphics aren’t that.great, the digitized 
photo of the real players is an excel- 
lent addition to the game. You can run 
a season in under fifteen minutes on a 
486 (the White Sox won their division 
handily). You can also make trades 
between teams (like Fred McGriff to 
Seattle for Griffey Jr). Best of all, you 
can entirely redraft all 28 teams and, 
with data disk, you can redraft across 
generation lines (Koufax pitching to 
Frank Thomas). If you love the sci- 
ence of the game, you can’t do much 
better. -Steve 


Coming soon. 
Quarantine 
Hell 
Frontier-? st Encounters 
Bureau 13 
Star Crusader 


We make this lovely advertisement and you drool all over it. Why do we bother? 


CGR Reviews 


“I DUB THEE SIR CHAUNCEY, 


KNIGHT OF THE REALM.” 


FIGHT OFF THE RAVENOUS HORDLINGS AND THWART THE EVIL 
HicH CHANCELLOR IN CRYSTAL DYNAMICS’ THE HORDE. 


What would you do if you, a commoner, 
were called before your king and told to 
protect a piece of land from invaders? 
Further, what if, after successfully per- 
forming that task, that land were given to 
you? And what if you didn’t know the 
exact nature of the invaders, only that 
they would attempt to eat everything in 
sight? 

These are the questions that are at the 
core of The Horde, the latest game from 


A hordling explodes at the touch of the mighty 
Grimthwacker! 


The Horde 
by Crystal Dynamics 


Game Summary 
In true heroic fashion, you go from 
serving boy to King’s Champion in a 
trice. Use your skills (and several 
magical items) to defeat the ever- 
hungry Horde. 


Overall 
Rating: 


Requirements: 


88% 


386-33, 4MB RAM, VGA, 
DOS 3.1 

Sound Blaster, Gravis, 
Covox 


Sound Support: 


boar 
PC and compatibles 
Crystal Dynamics 
Crystal Dynamics 
$59.95 
14 Meg 
One player 


Contr ; 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Crystal Dynamics 


87 Encina Ave. 
Palo Alto, CA 94301 
(415) 858-4990 
Fax: (415) 858-3640 
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Throughout the game, hordlings try to convince 
you they’re cute ‘n’ cuddly. 


Crystal Dynamics. You play the role of 
Chauncey, a serving-boy in the service of 
King Winthrop the Good. When Winthrop, 
in the middle of listening to yet another of 
the High Chancellor’s war stories at a 
feast, starts to choke, Chauncey races to 
the rescue. One high-velocity ejection of 
unchewed food later, Chauncey is 
declared a hero and knighted on the spot. 
In showing his deep appreciation, 
Winthrop gives his sword, the mighty 
Grimthwacker, to Chauncey, declaring 
him Sir Chauncey the Brave. 

Chauncey is not your typical hero. 
Raised by a kind herd of wild cows, he 
has never handled a sword, let alone one 
of Grimthwacker’s epic proportions. But in 
order to save his lands from the menacing 
Horde, he will have to use it to best effect 
if he is to come out ahead. 

Standing in his way is the evil High 
Chancellor, Kronus Maelor. He is a realm- 
snatching throne jumper who wants the 
king dead; now Chauncey stands in his 
way also. As the bearer of the dread 
Grimthwacker, Chauncey has managed to 
exceed the Peter Principle like no other 
before him. Can you stop the Horde and 
thwart the High Chancellor’s plans? 


Taken chains digitized live footage, graphics in The 
Horde are tasty. 


interface * Playability * Graphics * Sound » Replay Value 
76 88 94 89 50 


The Horde has much to recommend it: 
brilliant graphics, good music, bouncy 
humor. That said, | must admit that | 
found the sum less enjoyable than its 
charismatic parts. I’m not normally 
against simple games,.but the Horde 
just ism’t robust eyOugh to Support its 
simplicity. The blend of Strategy and 
arcade elements has always been a 
difficult one, and | find the Horde too 
frustrating to play in the long run. 
Strategy is as follows: buy lots of 
cows. Defend them. Period. With the 
hesitant controls and limited save 
options, plus the randomness of the 
intensity of the horde attacks, it’s ulti- 
mately a singleminded crapshoot, des- 
tined only to frustrate. Charisma will 
only get you so far. -Kevin 


Interface * Playability * Graphics » Sound * Replay Value 


86 92 94 98 96 
For those of you who may not know, 
Crystal Dynamics is the spawn of the 
guys who brought you Star Control 2. 
lf you read CGR with any regularity, 
you know my views on that game (it’s 
excellent)..~-he Horde, while not as: 
far-reaching in Scope as SCe2, is a gut- 
buster of a game. The music is great 
(what didsyou expect?)y and sound is 
pretty good, but the graphics knocked 
me out. They obviously Spent a lot of 
time rote-scoping. Game play is a bit 
difficult/to get the hang of at first, due 
to an unusually-designed interface, 
but | was chopping Hordlings with the 
best of them in a very short time. The 
humor in the game is top-notch slap- 
stick (Marx Brothers rather than 
Stooges). -Ted 


interface * Playability » Graphics * Sound « Replay Value 
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Yeah, baby. | dug this one on CD- 
ROM, and it loses little in its transla- 
tion to disk. The only major difference 
is that instead of live video, it’s still 
shots of the characters. The actual 
game play_is.identical, and both the 
keyboard and mouse interfaces are 
very well-designed. The animation, 
particularly of the Cows and villagers in 
the building sequences are drop-dead 
gorgeous. 7he Horde meshes two 
diverse styles (3/4 perspective arcade 
game and builder) and does it seem- 
lessly. | expected nothing out of the 
CD and loved it. | expected the disk 
version to be choppy and not nearly 
as entertaining and was pleased to 
find the game played well. | love sur- 
prises like this. -Steve 


Four hostages are being held at the American Embassy in Londons West 
End. You are in control of the smallest and most secretive fighting unit in the 
British Army - The Sabre Team. It is your duty to infiltrate the embassy, res- 
cue the hostages, and treat the terrorists with extreme prejudice. Complete 
this mission successfully, then proceed on to four more scenarios: rescue 


¥ 5 challenging missions with 
multiple difficulty levels. | 


¥ Detailed blue prints of each 
mission. | 


British prisoners from a jungle POW camp, destroy a subversive under- 


ground nuclear installation, rescue a hijacked ocean liner, and destroy a hos- 
tile nuclear weapons center deep in the desert. 


Available for IBM™ Compatibles on 3.5” disk and CD-ROM 


For more information and availability cai: 1-800-334-6572 
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VY Beautifully crafted isometric 
game landscapes. 


V Digitized speech 
U.O.P., | Mie 


201 Bettevue BuiDine, \Z 
Newark, DE 19702 li 


CGR REVIEWS 


AND YOU THOUGHT YOUR 
FINALS WERE ROUGH. . . 


FLY THE FINAL EXAM THAT SEPARATES THE QUICK FROM 
THE DEAD ACROSS FOUR VIRTUAL TUBULAR WORLDS. 


Things haven’t been so good lately at 
the federation’s school for elite fighter 
pilots. In fact, they've been downright 
rough—but that’s all part of the curriculum. 
But now, the final exam awaits: a cyber- 
netic journey into four virtual worlds, each 
tougher and more deadly than the last. 
The winners join the federation armed 
forces as true fighter pilots; the losers fill 
positions in the federal accounting corps. 


ify 6 re = “>> 


Good teamwork is essential in two-player mode; 
manage power-ups carefully. 


Tubular Worlds 


by Dongleware 


Game Summary 
Sail the cyberskies and fill them 
with virtual heavy firepower. Fly with 
a wingman to maximize the energy 
shrapnel in the air as you battle mor- 
phing hordes and bosses. 


Overall 7 6% 


286 or higher, VGA 
Hard Drive, 640k RAM 
Sound Blaster 

and compatibles 
Keyboard, Joystick, Mouse 
PC and compatibles 
Dongleware 
Dongleware 

$59.00 

3.5 Meg 

1-2 players 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Dongleware Publishing, Inc. 


35 Howard Street 
Cambridge, MA 02139 
(617) 497-1130 
(617) 497-1130 
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That’s not a mountain, that’s a Warlord-one of the 
deadly bosses you'll face. 


Tubular Worlds is an action-filled hori- 
zontal shooter for one or two players 
(simultaneous play in two-player mode). 
Each world is split into three different dan- 
ger zones, with a special boss segment 
capping off the world. Thus, 16 different 
gauntlets of doom need to be run. Dying 
before completing one means the player 
must return to the beginning of that zone, 
less one life. 

The fighters of the players are poorly 
equipped to begin with, but that will 
change quickly. Destruction of enemy 
craft and emplacements (in plentiful sup- 
ply) often yields various powerups that 
grant additional firepower or defensive 
capabilities. Firepower is available in a 
few different styles, each of which can be 
expanded from 1 to 4 tech levels, which is 
nontransferable to other weapon systems. 
Thus, dual players may wish to specialize 
their craft so that firepower is maximized. 
Other powerups include additional ship 
speed, shielding for the ship and guided 
smart missiles. 

The first Tubular World is available as 
shareware on many bulletin boards and 
from shareware vendors. This review is of 
the full version, not the shareware. 


Journey through four large levels of increasingly 
tougher enemies. 


Interface * Playability * Graphics * Sound * Replay Value 


83 89 85 (3 78 


| like a good shooter to fill in the 
cracks in my game-playing time, and 
TW is as good as most. Careful play 
will soon reward the player with a ship 
capable of filling the screen with glow- 
ing munitions. mowing.-down every- 
thing in its path. TVW also requires a bit 
of the cerebrum along with the cere- 
bellum: eaeh level has Safe pathways 
that even prodigious firepower cannot 
open; they muS&t be discovered. 
Graphiés are pretty, music is bouncy 
enough. Shooters Nave to have that 
flash to survive; TW’s got it. We had 
difficulty with the joystick setups, but | 
prefer keyboard control anyway. With 
a friend, TW will provide a few hour's 
enjoyment every month. It’s not a 
blockbuster, but it’s notbad. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


94 94 St. sgt 94 


_ Once again, Dongleware has put out a 


oroduct that, while not transcendent in 


_ its aims, is quite enjoyable. Tubular 


Worlds reminds me of LifeForce, an 
old side-scrolling shooter that was 
popularinarcades.in.the.days of my 
misguided and misspent youth. The 
graphics are good and good at what 
they're supposed to do: Overwhelm 
your visual Senses So that ifs difficult 
to tell exactly what is.friend and foe. 
The music and sound are pretty good, 
and the game will keep arcade freaks 
awake into the wee hours. Control is 
good whether you use mouse or key- 
board; joystick control is for those 
players who are nimbleness-deficient. 
Note: my score is lowered due to the 
game’s high price. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Just like everyone who was around 
when video games first hit, | grew up 
with shooters. They’ve come a long 
way since the days of Space Invaders 
but the basic premise remains the 
same..shoot-stuff and.don-'t.get hit. As 
far aS that goes) TW is a decent little 
game. The graphics are nice and 
splashy, the bosses big and imposing, 
the musi¢é charged and funky. |’m a lit- 
tle bothered that we couldnt get the 
sound/effects and music to play simul- 
taneously—the music is better but the 
sounds are more important. Mouse 
control, while by no means great, is 
surprisingly good for this style of 
game. Shooters need the pretty extras 
to succeed, and this game has them. 
Too bad it’s overpriced. -Steve 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


SE Wanls tol Ip Yur 
lungs Ovt. 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who'll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. 0 With GEnie, the possibilities are endless, the people 
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MULTIPLAYER BATTLETECH™ 


AIR oa ] 


<orporation~ 


peas a a 
STELLAR EMPEROR™ 


are terrific, and even the prices are competitive. So put 
some new life into your joystick, and sign on. We’ll see just 
how good you are. © Sign up now: |. Set your modem for 
half duplex (local echo) at 300, 1200 or 2400 baud. 2. Dial 
toll free — 1-800-638-8369. Upon connection, enter HHH 
3. At the U # = prompt, enter JOINGENIE then press RETURN 
4. At the key code prompt enter AFH423 5. Havea major 
credit card or your checking account number ready. © For 
more information in the U.S. or Canada, call 1-800-638-9636. 
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multi-player games 


100% ORGANIC OPPONENTS 
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Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


As promised in the July issue, this 
month’s column will attempt to explain 
the difference between XMS and EMS 
memory. | hope to clear the air of confu- 
sion, but we'll see. 

Extended memory is the general term 
used to describe memory beyond the 
one megabyte addressable by the 8088 
processor. Only 286 machines and 
beyond are capable of using this memo- 
ry, and only applications that can be run 
in protected mode could use it on a 286. 
386, 486, and Pentium machines can 
veritably sift it though their fingers in vir- 
tual mode. 

XMS stands for Extended Memory 
Specification, developed jointly by AST, 
Lotus, Intel and Microsoft. EMS stands 
for Expanded Memory Specification, 
and is a redux of two product specifica- 
tions: EMS (developed by the Lotus- 
Intel-Microsoft cartel) and EEMS 
(Enhanced Expanded Memory 
Specification, developed by AST, 
Quadram and Ashton-Tate). Both of 
these specifications operate on the area 
of memory beyond one megabyte, and 
both require special drivers. The most 
popular XMS driver is HIMEM.SYS, 
while EMM386.EXE is the most com- 
mon EMS driver. 

Enough of the eye-glazing stuff. What 
these specs boil down to is this: in order 
to run programs that require expanded 
memory, you must have an expanded 
memory manager installed; in order to 
run an expanded memory manager, you 
must have an extended memory manag- 
er in place; in order to run either of them, 
you must have over one megabyte of 
RAM stuffed into your machine. So, 
before you can load EMM386.EXE (or 
another expanded memory manager) 
into resident memory, you'll have to load 
HIMEM.SYS. I’ve never seen another 
extended memory manager other than 
HIMEM.SYS. 

So why do some programs require all 
of that RAM? Although DOS programs 
are constrained to residing in the lower 
640K, their calculations (including those 
for graphics) can be done in extended 
memory. This means increased execu- 
tion speed because your primary system 
resources (the lower 640K) aren’t packed 
with memory-hogging math functions. 
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WouLD You Believe A 60msS 
ACCESS TIME FOR CD-ROM? 


Aztech LABS CLAIMS THIS AND 6000 kepPs FOR THEIR 
new ZeTA CD-ROM Uparape Kit. READ ON... 


Aztech Labs latest CD-ROM upgrade kit 
makes incredible claims about perfor- 
mance, performance that is well-nigh 
unheard of to date. It seems that, through 
the miracle of a new software technology, 
these claims may actually be founded in 
fact. There is, however, a price for this 
power. 

The Zeta Upgrade Kit comes bundled 
with a piece of software known as 
UltraCD. It’s a caching utility for CD-ROM 
drives that accelerates performance by 
finding often-accessed portions of a CD- 
ROM and keeping them resident in RAM. 
While disk-caching is nothing new, it (so 
far as | know) has never been applied to 
CD-ROM technology. With it, you can set 
aside up to two megabytes of extended 
memory for use as a cache, and thus 
achieve such remarkable access and 
transfer rates. For those who don’t feel 
like doing the math themselves, 6000 
kbps is about 25 times as fast as a com- 
parable CD-ROM drive without the 
caching software, while a 60ms access 
time is about five times as fast. 

Now that we’ve let you in on the secret 
behind those numbers, let’s talk about the 
drive itself. The drive is a caddyless dou- 
ble speed CD-ROM. Its average access 
time is less than 350ms and its data trans- 
fer rate is 300KB/sec (1.5 MB/sec in burst 
mode). It is MPC level 2 compliant and 
uses a Standard Mitsumi interface. What 
that means to the layman is that the CD- 
ROM drive must have IRQ 11 from your 
system; Mitsumi drives are hardwired to 
that IRQ. Plan ahead! 


Installation is a 
fairly simple mat- 
ter. The internal 
card is a half 
height card that 
fits a 16-bit slot, so 
youll need to 
have a free slot. 
Cable connection 
» is almost guaran- 
© teed to be trouble- 
free, as pin 1 is 
' clearly labeled on 
both the card and 
the drive (which is 
nearly standard 
now). 


89 82 oo. 

I’m basically lazy; | enjoy having all my 
games in one place, rather than hav-! 
ing to hunt for a CD every time | want) 
to play one. Nevertheless, | know a lot! 


of people who are sold on CDs (game 
ieS.i and | think: 


the Z hoice for 
som sound 
boar . | dont 
like t tware; it 
caus ames. A 


computer's case; | had to perform| 
surgery on the case in order to get it to) 
seat properly. Also, the README.TXT. 
__ file has a couple of mistakes; a quick| 
call to Aztech will clear up any ques-| 
__ tions. -Ted | 
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Aztech Labs 


46707 Fremont Blvd. 
Fremont, CA 94538 
(510) 623-8988 
Fax: (510) 623-8989 


Zeta CD-ROM Drive 
by Aztech Labs 


Available for: PC and compatibles 
Designed by: Aztech Labs 
Distributed by: | Aztech Labs 


Retail Price: | $206.00 


STEREO NEED NOT BE THE 
LIMIT ANYMORE. 


NuREAuITY’s Vivio 3D Gives YOUR GAMES THAT CONCERT 


HALL SOUND. 


There are moments in life known as 
epiphanies. They are the times when 
something that was heretofore unex- 
plained suddenly become clear to you, as 
if the very essence of a thing has been 
distilled and poured into your conscious- 
ness. 

Recently, | was sent an item called the 
Vivid 3D. The box seemed uninformative, 
and | tossed said item aside, saying, 
“Maybe next issue. This issue’s full 
already.” | promptly forgot said item. 

| was reacquainted with it when | 
dropped by the NuReality booth at the 
Chicago CES. A very patient young lady 
named Judy attempted to explain it to me, 
saying how it incorporated the latest SRS 
sound technology and | should drop by 
the SRS Labs booth at the show. Then 
she turned the Vivid 3D on. 

After | picked my jaw up from the floor, | 
Started rearranging hardware pages for 
this issue in my head. This was some- 
thing people needed to hear about, and 
the sooner the better. Epiphany, indeed. 

So here | am. I'll do my best to give you 
some idea of what it’s all about. SRS is a 
sound technology developed by (who’d 
have guessed it?) Hughes Aircraft. 

When something is recorded in stereo, 
it's listened to very carefully by a sound 
engineer who wears headphones. 
Headphones provide an ideal “listening 
room” for separating true stereo signals 
from the dross of background, non-direc- 
tional, and superfluous sounds that make 
up the noise most of us would hear if we 


were at a live performance. This noise is 
masked by the engineer so that what 
comes out of our stereo speakers are the 
“true” signals that make up stereo. That 
is, everything that has gone directly into 
the left channel without bouncing around 
the room before it got to the left channel 
is the “true” sound; everything else is 
masked. The same goes for the right 
channel. 

The thing is, our ears know better. If 
you've ever gone to a live concert that 
was being recorded, and then go out and 
listen to the recording of that event, you 
know that the live concert didn’t sound 
like that. Your ears, in conjunction with 
that most wondrous of human appliances, 
the brain, are able to decipher all of that 
complex noise bouncing off the walls and 
floor and ceiling and people around you; 
it's this incidental noise that stereo engi- 
neers do their best to filter and mask. 

However, mask it is all they do. The 
sound is still there, it is simply in a form 
that your ears cannot hear. Thus, when 
you listen to a stereo signal, you have to 
be sitting in the so-called “sweet spot” in 
order to get the full effect of the stereo 
separation. The engineer gets that effect 
without trying; he is, after all, listening to it 
through headphones. 

What the Vivid 3D does, through the 
magic of SRS technology, is unmask 
those forcibly hidden notes and tones. 
The result is truly a concert hall sound. 
The music and sound are refreshed; they 
sound fuller and closer at hand. Gone is 


the audio snobbery of the sweet spot; 
given back is the richness of tone of a live 
performance. 

Forget all that nonsense about surround 
sound. That is nothing more than putting 
another stereo signal at your back. You 
will still have to sit in the exact conver- 
gence of signals in order to get the full 
effect. And the only thing Dolby Noise 
Reduction does is mask the magnetic 
hiss inherent in having electro-magnetic 
devices operating too closely for comfort. 
And even though a subwoofer can make 
you feel the subsonic tones of a bass 
note, it does not negate the studio engi- 
neer’s attempt to mask all that unwanted 
reverberation. 

SRS technology does not amplify or dis- 
tort. It has no gain and no squelch. It sim- 
ply reveals what the studio engineer tries 
so hard to hide: the truly “live” feel of a 
concert performance. 

As an end note, | should mention that 
mono signals suffer the same indignities 
at the hands of sound engineers. Thus 
the Vivid 3D offers a mono switch as well 
as a Stereo setting. And if the sound and 
music overwhelm you, there’s also an 
“off” setting. 


Le Installation . Usefulness ° Durability 
e 98 98 91 


_ The Vivid 3D is one of the best appli- 
_ cations of an emerging technology I’ve 


2907 Daimler Street 
Santa Ana, CA 92705-5810 
(714) 442-1080 
Fax: (714) 852-1059 


Vivid 3D 
by NuReality 


Available for: PC and compatibles 
Designed by: NuRealit 
Distributed by: NuRealit 


Retail Price: $99.00 
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9 | ry in ernational design awards, th 
THE COWBOYS FRONT LINE. feasant enough 10, look 
y’re also something of a 


BIGGER AND BADDER THAN YOUR AVERAGE SPEAKER, THE 
J-590AV WILL MAKE YOUR NEIGHBORS WHIMPER. 


Stylish and well-pow- 
ered, the J-590AV 
speakers from Jazz 
Hipster could be the 
ones that will finally rid 
you of that pesky, 
unwanted _ upstairs 
neighbor. They feature 
dual cones (4” and 2”) 
with a maximum output 
of 30 watts and a fre- 


quency range from 50 
to 20,000 Hz. The built- For those who wish to disturb nobody, 


in amplifier has a total there is a built-in headphone jack. 


J-590AV Speakers harmonic distortion of .05% and a rated 


output of 14 watts per channel. Music : Jazz Hipster 
by Jazz Hipster — power per channel is 22 watts, but you'll 


't feel as though t 
rt if they dropped off the 
This is a good 


take a big 10% hit in total harmonic distor- 4217 John Reed Court 
tion for that one. All the controls are con- City of Industry, CA 91745 


veniently located on the front of the left (818) 336-2689 


Retail Price: $149.95 speaker: on/off, volume, treble, and bass. Fax: (818) 336-2489 


DESIGN FROM 


“FIOLY SMOKES” WERE THE EXACT WORDS | USED WHEN I 


FIRST TRIED THE PC Optix. 


Ah, these modern times. Choosing a 
joystick to most people usually means flip- 
ping a coin; now a whole new element 
has been introduced in the game. PC 
Optix, the newest joystick from STD, uses 
optical sensors to determine the motion of 
the joystick and indicate its exact position. 
While mechanical joysticks are generally 
quick or precise, the PC Optix is both. 


THE LATEST WORD IN JOYSTICK 


Control ° Design ° Durability 
94 93 86 


lf you've been looking for a precision 
flightstick, look no further. The PC 
Optix dazzled me from the outset. | 
tested it out with X-Wing, 1942, and 


ot slingshottead< 
room accidentally when its cable got 
wrapped around my foot. The trim pots 
are located well out of harm’s way on 
the front underside of the base, and 


the Mega Zoom calibration software is 


Because tracking is done optically, con- 
tacts won't wear down. This gives the joy- 
stick an extended period of life. Four fire 
buttons, a throttle control and an auto-fire 


first-rate. -Ted 


the stick, is an excellent piece of calibra- 
tion software. 
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PC Optix 


by STD Entertainment 


Retail Price: $59.95 


110 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 785-5661 
Fax: (410) 785-5725 


switch make this joystick lethal to comput- 
er opponents. Mega Zoom, bundled with 


New Microsoft’ Space Simulator 


is so authentic, even astronauts are ask- 


If it were any 
more real, youd be 
drinking Tang. 


ing for it. Select your spacecraft from 
our fleet and blast off. Once in space, 
command your ship in our free-flight 
mode. Explore the flery red canyons of 
Mars, or the explosion of a supernova, 
all based on actual satellite data. It’s 
just one of the realistic simulations we 
have waiting for you to take control. 
‘To get off the ground, shuttle over to 


your reseller and pick it up. 


© 1994 Microsoft Corp. All rights reserved. Microsoft is a registered trademark of Microsoft Corp. Flight Simulator is a trademark of Bruce A. Artwick. 
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KITS FROM 


TWO NEW MULTIMEDIA UPGRADE 
Aztech Lass. 


THe ASTEROID AND VOYAGER KITS: SAME HARDWARE, 
DIFFERENT SOFTWARE FOR DIFFERING NEEDS. 


| 


mem ncte rence tein sl 


The Voyager and Asteroid Multimedia Upgrade Kits contain exactly the same hardware, but the software 


bundle is obviously aimed at different grades of users. 


Two new multimedia upgrade kits are 
available now from Aztech Labs. The 
Voyager and Asteroid kits offer the same 
sound card, speakers and CD-ROM 
drive, but are bundled with different soft- 
ware. The Voyager kit is aimed at the 
more experienced gamer/user, while the 
Asteroid kit is more of a beginner’s bun- 
die. The Voyager’s CD-ROM bundle 
includes Indiana Jones and the Fate of 
Atlantis, Comanche: Maximum Overkill, 
Wired for Sound Pro, Macromedia Action! 
2.5, The Software Toolworks Multimedia 
Encyclopedia, Learn to Use Windows and 
Professor Multimedia (retail list of over 
$2000). The CD-ROM bundle for the 


THE HARDWARE ROLODEX 
Aztech Labs 


46707 Fremont Blvd. 
Fremont, CA 94538 
(510) 623-8988 
Fax: (510) 623-8989 


Asteroid/Voyager 
by Aztech Labs 


Available for: PC and compatibles 


Designed by: Aztech Labs 
Distributed by: Aztech Labs 


Retail Price: $349/$399 
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Asteroid includes Day of the Tentacle, 
Macromedia Action! 2.5, Learn to Use 
Windows and Professor Multimedia. 

The sound card included in both kits is a 
new development from Aztech Labs. It is 
called the Nova 16 and it supports the 
Sound Blaster, AdLib and Microsoft 
Windows Sound System standards. It 
samples at 48kHz and uses dynamic fil- 
tering to clean up any sounds recorded or 
played back through the card. In addition, 
the Nova 16 provides full support for 
MPU-401 and Sound Blaster MIDI. There 
are three separate interfaces for CD-ROM 
drives, one each for Panasonic, Mitsumi 
and Sony drives. 

The CD-ROM drive is the new Aztech 
Labs Zeta double speed drive. There is a 
bundled disk-caching utility with the drive 
called UltraCD which claims to access 
your CD at phenomenal rates. For more 
on this drive, see the review elsewhere in 
the Hardware section. 

The speakers are typical of the standard 
multimedia kit: underpowered but decent 
enough for the casual listener. They run 
off of 4 AA batteries or an optional 6-volt 
AC/DC power supply. Despite their inex- 
pensive look, they are magnetically 
shielded; thus, they won’t distort your 
monitor if placed too close. 
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slight misgivin 


= 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 8 


While most hardware installations for 
Aztech Labs products go off without a hitch, 
the CD-ROM drive makes this one sort of a 
bear. Although not everyone will experience 
what | had to go through, I'll tell you the tale 
of that. The faceplate on the CD-ROM drive 
is large, and requires a bit of room to seat 
properly (i.e., so that the drive can be 
screwed in place on the mounts). The case 
on my computer was tight due to the man- 
ner in which the plastic drive covers mount- 
ed. | got out my trusty penknife, heated it up 
with a lighter, and shaved out the bits of 
plastic that were interfering with the posi- 
tioning of the CD faceplate. If you wind up 
having to do this, be careful; you don’t want 
to melt the exterior of your computer's case. 

Installing the sound card is a breeze. 
Know your IRQs and ports in advance (it’s 
usually safe to accept the defaults) and dis- 
able the joystick port you don’t want to use 
(either your system’s, if any, or through the 
software for the sound card). I’d disable the 
computer's port rather than the card’s, but 
that’s simply my choice. Push the card 
down into the slot and connect all the 
cabling. Remember, as you’re connecting 
the CD-ROM drive, that the red stripe runs 
to pin 1 on both the CD-ROM input and the 
sound card input. Weirdly, the Nova 16 
requires Windows 3.1 for installation of the 
setup software. Since Windows is pretty 
standard these days, this shouldn’t be a 
problem for most people, but for those who 
don’t use Windows, this is a major setback. 
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ILLUSTRATED 
YOU DEMANDED IT! YOU GOT IT! 


Now you can receive the hottest new Comics magazine at your front 
door! If you want the latest info on all the hot comics, artists, writers, 
insider news, trading Cards, movies, action figures, and the best price 
guide in comics, then HERO is the magazine for you! Plus: 
¢ Original full-size. comics, like Bone and Extreme! 
* Incredible contests like our Exclusive Scratch-Off Cards that could 
net you:tons of valuable prizes! 
* Groundbreaking premiums that set HERO apart from the rest of 
the pack! 


Finally a way to catch the exclusive reviews, pictures and previews of ) y, SS | < 
upcoming comics each and every month. Don’t miss a single issue, ] . 
because if you didn’t read it in HERO.ILLUSTRATED - you didn’t read it at all! 


HAVE THE HERO ILLUSTRATED 
COME RIGHT TO YOUR DOOR! 


Get 12 issues of HERO for only $24.95! Send payment to: 
HERO ILLUSTRATED, P.O. Box 1613, Lombard, IL 60148-8613 
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mat Test YOURSELF ON THE REST OF THE GRCUIT. 


Tye earning your wings at she Cleveland 
_ Airport, on the Burke Lakefront Airport 
_ track. It’s the fastest road course in 
IndyCar racing, with pavement designed 
for speeds over 400 mph. Or ride the 
roller coaster at the Mid-Ohio Sports Car 
Course, with its precarious corners and 
vicious elevation changes. Try out your 
skill against these or five more tracks: 
Phoenix International Raceway; Surfers 


IndyCar Circuits 
by Papyrus 


Requirements: IndyCar Racing, 386-25 


VGA, 4 Meg RAM, HD 
Designed by: Papyrus 
Distributed by: Virgin 
Retail Price: $39.95 
Hard Drive Space: 12 Meg 
No. of Players: One player 


REV YOUR ENGINES ON THE 


Banta - Guesckaad ee The 
Raceway on Belle Isle Park in Detroit; 
Road America in Elkhart Lake, Wisconsin: 
and Pacific Place in Vancouver, British 
Columbia. Each offers unique challenges 
and dangers, from the often slick narrow 
stretches of Pacific Place to the claustro- 


Each track is as close as your computer can get 
to the real thing. 


ULTIMATE INDYCAR TRACK. 


WHERE DO YOU THINK THE NAME INDYCAR CAME FROM, 


ANYWAY? DEAL WITH THE WORLD-FAMOUS BRICKYARD. 


It’s arguably the most famous racetrack 
in the world. It’s the site of the king of 
races, the one everybody knows about: 
the Indy 500. Since 1911, the best racers 
in the world have challenged themselves 
on this 2.5 mile long oval track, each one 
vying for the recognition and the glory of 
winning the Indy 500. The Borg-Warner 
Trophy is emblazoned with the bas-relief 
heads of all the previous winners: can it 


Indianapolis Motor Soeedway 
by Papyrus 


IndyCar Racing, 386-25 
VGA, 4 Meg RAM 


Requirements: 


“Hard Tere 12 Meg 
No. of Players: One player 
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bear yours as well? Now Papyrus has 
painstakingly modeled the Brickyard for 
your driving pleasure (and pain) in 
IndyCar Racing. 

The Indianapolis Motor Speedway 
Expansion Pack includes new features for 
IndyCar Racing itself, including enhanced 


Get every detail on your car exactly the way you 
want it with the RaceCar Paint Kit. 


Use the: new replay ‘editor ty: pare ‘down your a 


replays to the essentials. 


phobia at Belle Isle Park. Each rack had 
been painstakingly constructed to match 
the actual dimensions of the real speed: 
way. 

The Circuits Expansion Pack nist 
includes new features for IndyCar Racing 
itself, including enhanced modem play , a 
results data file in ASCII text and a time 
acceleration ability (to speed up the end 
of the race). It also includes a new replay 
cut utility, which allow you to select the 
important ten seconds out of a five-minute 
replay to ease disk storage and patience 
requirements. The pack also contains the 
settings print utility; view or print various 
custom car set-ups or trade them with a 
friend more easily. 


All the pertinent characteristics of the famous 
Brickyard are here. 


modem play, a results data file in ASCII 
text and a time acceleration ability (to 
speed up the end of the race). Also 
included is a new replay utility that allows 
you to select the most important ten sec- 
onds out of a five minute replay, saving 
time and hard drive space. Also contained 
are the settings print utility as well; view or 
print various custom car set-ups or trade 
them with a friend more easily. 

Tired of that same old drab look for your 
car? The RaceCar Paint kit will give your 
car a whole new look. Update colors and 
decals, including different fonts, numbers 
and logos. Alter your car a little bit, or 
design its look from the ground up, mak- 
ing your machine the hottest on the track. 
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OBJECTS ON ’ OUR frames with cross- -sectioned modeling, as 


BEAUTIFUL PHOTOREALISTIC 3D MODELS ARE JUST A FEW —_ Well a8 modeling surfaces that are col 


TRAINING SESSIONS AWAY. 


Only your imagination sets the limits to 
the beautiful wireframe 3D models you 
can create using Waite Group Press’ 3D 
Modeling Lab. Included on two 3.5” high- 
density disks within are the professional 
version of Impulse Imagine 3D Modeler 
and the shareware version of Picture Man 
for Windows. Impulse Imagine 3D 
Modeler teaches the planning and piece- 
by-piece construction of complex and 


3D Modeling Lab 


by Waite Group Press 


Requirements: 386 or higher, VGA 

4 Meg RAM, Hard Drive 
Available for: PC and compatibles 
Designed by: Waite Group Press 
Distributed by: Waite Group Press 
Retail Price: $39.95 
Hard Drive Space: 10 Meg 
No. of Players: One player 


PROGRAMMING LANGUAGE. 


SIMPLE C++ MAKES IT EASY: YOU DON’T EVEN NEED A 


COMPUTER NEARBY. 


Many experts scoff at the idea of learn- 
ing C++ as a first programming language. 
Knowledge of C at least is generally con- 
sidered a requirement. Not so in Simple 
C++ from The Waite Group Press. It 
teaches the fundamentals of C++ in plain 
language using the framework of a story 
to help you learn. The chapters are short 
and focussed, allowing you to digest the 
information in tiny packets. The instruc- 


Simple C++ 


by Waite Group Press 


Requirements: 


Hard Drive Space: 0 Meg 
No. of Players: One player 


ored, reflective, transparent, shiny or 
Phong shaded. Effects like fog lighting are 
taught, plus image-mapping of surface 
textures with wrap _ projection. 
Photorealistic objects can be created by a 
variety of methods including extruding, 
sculpting, skinning, spinning, sweeping, 
replicating and magnetism. You'll also be 
able to stage and render scenes with 
Imagine’s Project, Stage and Action edi- 
tors. : 

3D Modeling Lab is more than a course 
for beginners. Illustrated step-by-step 
exercises guide you through advanced 
modeling techniques and 3D special 
effects. Famed 3D artists Mike Miller and 
Alan Henry share practical tips and pro- 
fessional secrets from their animation stu- 
dios, as well as providing some of the 
examples used. Users of Autodesk’s 3D 
Studio, NewTek’s Lightwave and Crystal 
Topas will find hints and tips that are not 
in those manuals. 


tions themselves are written in patient, 
everyday language rather than heavily 
scientific jargon. 

Take the role of the lead programmer at 
PEts That Think (PETT), a state-of-the-art 
robotics company. Your latest assignment 
is to program the Incredible Robot Dog. 
Learn basic functions of C++ as you pro- 
gram basic life functions like waking, play- 
ing, sleeping and eating. In the guise of 
your coworkers, the book guides you 
through the steps necessary to program 
all these functions. Using POOP 
(Profound Object-Oriented Programming), 
you'll assign attributes and abilities to the 
Robot Dog’s various body parts. 

With this simple approach, there’s no 
need to be intimidated by C++. You’ll 
learn all about looping, expressions, vari- 
ables, class inheritance, multiple inheri- 
tance and arrays. Even pointers will fall to 
your mastery after a bit of practice. 
Hands-on explanations and sample pro- 
grams will have you programming from 
the start and writing your own C++ rou- 
tines. A collection of other projects will 
reinforce those principles until you’ve 
mastered the basics of C++. 

C++ is a language that can be run from 
any platform, be it PC, Macintosh, 
Windows, Unix or OS/2. 
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Hep Ger BEAUTY AND THE 


BEAST TOGETHER. 


THE WHOLE CASTLE IS GETTING READY FOR THE BALL AND 


THEY NEED YOUR HELP. 


It’s finally happened: Belle and the 
Beast have begun to talk, even perhaps to 
like one another. All that they need is an 
enchanting ball to cement their beginning 
love. So the servants have begun the 
preparations for this ball: Lumiere prac- 
tices his dance steps for the centerpiece; 
Cogsworth begins the selection of the 
music; Mrs. Potts starts the batter for the 
cake in the kitchen. And they all need 
your child’s help. 

Five locations each contain a fun game 
to hold a child’s attention for hours. A 
favorite character from the movie waits in 
the room for the child’s help with a task. In 
the kitchen, for example, Mrs. Potts needs 
help getting those feisty eggs into the bat- 
ter for then cake. The eggs have to be 
guided safely through a maze of swinging 
pots and bouncing pans to land in the bat- 
ter pan. Feather Duster needs help col- 
lecting flower for the ball in the garden, 
and Wardrobe needs help sorting the 
laundry so she can prepare Belle’s dress. 
Lumiere is working on his dance steps 
around the large centerpiece, avoiding the 
rest of his ensemble until the dance steps 
are worked out. Cogsworth is in the 
Library, trying to put together the proper 
music for the occasion. Once all five 
rooms have had their tasks done, the 
Ballroom itself can be visited. There, the 
Child will be treated to a long scene from 
the movie itself, showing the fruits of all 
their labor. 

Chip the Cup leads the player around 
the castle, commenting on performance 
and encouraging the child. Control is sim- 
ple, using only the mouse in most situa- 
tions and activated by a simple point-and- 
click. If your computer has a Sound 
Blaster compatible sound card or a 
Disney Sound Source, the child can hear 
the voices of all the characters as well as 
the music from the film. Two levels of diffi- 


Be Our Guest 
by Disney Software 


386SX/25 or better 
Mouse, VGA, 640k RAM 


Requirements: 
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culty ensure that children of all skill levels 
will be able to have a fun as well as a 
challenging experience. Instructions and 


tips for parents who want to aid their chil- 


KIT CHe th 


The stained glass window shows the location of all 
the rooms in the castle. 

dren in completing the various tasks are 
included as well. 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 


You find all this and more only in the 

Biggest and Best video game maga- 
zine! Be the first to Get, every action= 2 
packed page delivered to your Goorby - HOME!, I a 
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HITTING THE ROAD ON THE 


INFO SUPER-HIGHWAY. . . 


Arnie KATZ TAKES UP THE ROLE OF THE ENTERTAINMENT 
TRAFFIC COP ON THAT DIGITAL ROAD OF THE FUTURE. 


(When company presidents 
need analysis of hot trends and future 
possibilities, one of the names on speed 
dial is "Arnie Katz." Writer, lecturer, 
designer, consultant and assistant pub- 
lisher and editor of Electronic Games, 
Arnie gives readers of Computer Game 
Review an insider's look at the world of 
electronic gaming. This month finds Mr. 
Interactive Entertainment still truckin' 
down the highway, looking for some 
cyber fun.) 

The digital highway is just a 
road. It's exciting, mind-boggling and 
futuristic-as-hell, but even the grandest 
thoroughfare is only as important as the 
destinations which can be reached by 
traveling along it. 

Last time | discussed the 
nature of the information network now 
under construction in this hemisphere. 
Now let's assume everything is in place 
and your living room has become an off- 
ramp with all the hardware and software 
needed to connect to this master grid. 

President Whomever makes a 
speech and traffic begins to move along 
the fiber optic lines. Now what? 

Once every man, woman and 
child in this country has an equal right to 
be bored by an unbelievable variety of 
"good-for-you" informative and useful 
data streams, the question for CGR 
readers is: What are we gonna do for 
interactive fun? 

At first, the highway will be little 
more than a transparent delivery sys- 
tem. What zooms down the wires won't 
be much influenced by the distribution 
conduit. Convenience and lower cost 
will induce software publishers to market 
through the digital highway long before 
they start to think of the highway enda- 
user as a new type of market. 

The interactive game networks 
will be the main vehicle. The already 
announced Sega and PlayStation ser- 
vices, soon to be joined by a similar one 
for Nintendo, are coming on-line within 
the next two years. Primarily out of fear 
of alienating the still-vital retailers, these 
services will start with old games and 
truncated previews of new ones. A 16- 
Bit platform game is a 16-Bit platform 
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game, no matter how it gets onto the 
interactive home screen. 

That won't last past the mid- 
1990s, though. Sooner or later, every 
major cartridge-maker will market sup- 
plementary lines exclusively for the 
wired world. The need to present an 
ever-changing, large catalog for sub- 
scribers to the service will encourage 
companies to develop a lot of titles that 
would not be economically viable if they 
had to be carved in silicon, cocooned in 
plastic, and distributed through conven- 
tional channels. 

What kind of games will those 
be? First will come sequels that essen- 
tially extend existing games by adding a 
bunch of new levels or phases. The best 
analogy would be to today's scenario 
and mission disks for computer titles like 
Flight Simulator and Wing Commander. 

The next category to develop 
for exclusive highway distribution will 
consist of games built on retooled game- 
systems with proven popularity. As Cap- 
stone has done with Corridor 7, a deft 
revamping of the Wolfenstein 3D engine, 
other publishers will take proven games 
and recycle as much code as practical 
into a fresh contest. 

The networks figure to be the 
source of most of the real innovations at 
first. Prodigy, Compuserve and America 
On-Line are booming, and other net- 
works are laying plans to catch up and 
cash in on the boom. The digital high- 
way ties the computer into cable and the 
living room home entertainment center. 

Now that techies have licked 
most of the problems associated with 
real-time gaming through a modem, 
designers and developers are creating 
tomorrow's interactive experiences. 

Expect a dramatic surge in 
head-to-head games. Computer enter- 
tainment is traditionally a solitary avoca- 
tion. Most are played by a single human 
against the game's artificial intelligence 
program. That's fun, but it can't compare 
to the excitement and unpredictability of 
a human rival. 

Head-to-head games have lan- 
guished because they generally require 
split-screen presentation that compro- 


mises the graphics and reduces each 
participant's ability to encompass the 
totality of what's happening on the moni- 
tor. Besides, it's uncomfortable to crowd 
up to a computer terminal, jousting 
elbows with your foe in a way that would 
bring a smile to the face of Charles 
Barkley. 

Tele-gaming gives every player 
a full-screen view and unrestricted 
access to all necessary controls. Some 
titles are already incorporating a feature 
that permits rivals to talk during play. 

Also at hand are networked 
multi-player contests. An eight-player 
session of Corridor 7 generates unbe- 
lievable intensity, and it's just part of the 
first wave. Even more detailed role-play- 
ing shooters will offer gamers their first 
taste of virtual reality. 

Mass market taste will domi- 
nate for the rest of this decade. After 
that, it may be possible to run a niche 
product operation. Meanwhile, expect a 
move away from products that require 
special knowledge or a long, arduous 
learning period. Hard as it may be to 
imagine, licenses, especially movie and 
video tie-ins, will become even more 
important. With so many recreational 
alternatives, a familiar image or name 
may be the most effective way to grab 
subscribers. 

The adventure/RPG field will 
feel the full impact of the digital highway 
before some of the other game cate- 
gories. The first-person perspective, 
real-time, single-character adventure- 
shooter could largely supplant the Ultima 
and Kings Quest type systems. They're 
a snap to learn, maintain high excite- 
ment, and deliver the pulse-pounding 
excitement that captivates millions 
instead of thousands. 

Sports games will emphasize 
leagues. Table top sports games sup- 
port hundreds of face-to-face and postal 
leagues. The digital highway makes set- 
ting up the electronic equivalent a snap, 
and there's no more enjoyable way to 
test coaching skill. 

The distinctions among gaming 
platforms may vanish. With the right 
hardware, nothing will prevent an info 
provider from downloading whatever 
operating system runs the desired soft- 
ware. One minute the black box works 
like a Genesis, the next it's a 3DO! 

ll return to terra firma next time 
with my insider's report on the summer 
Consumer Electronics Show. If you 
couldn't meet me in Chicago, join me 
here for an Arnie's eye view of this piv- 
otal event. 

- Arnie Katz 


Check out COMPUTER 
GAME REVIEW, the 


leading magazine for com- 


puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 


COMPUTER GAME 
REVIEW gives you the 


latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail- 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 


EXCLUSIVE LOOK AT ROLAND’S NEW SOUND CANVAS DB! 
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Wuat CES MEANS 
EVERY FANZINE. 


AU THAT AND THE LATEST CROP OF THE GREATEST THIS — 


HOBBY HAS TO OFFER. 


Memories of the Summer Consumer 
Electronics Show are still fresh in my 
mind as | write. Some of the most pleas- 
ant are all-too-brief conversations with 
fans. I’m really pleased that the Elec- 
tronic Industry Association has opened 
CES to amateur publishers, and | hope 
EIA will formalize the process in future 
years so that even more will attend. 

Fans have generally conducted them- 
selves impeccably at these industry 
events—and write some very interesting 
commentaries in their fanzines. Unfortu- 
nately, one of the few drawbacks of 
being a journalist is that the best oppor- 
tunities to meet fans usually come at the 
most inconvenient times, generally when 
I’m racing to an appointment. | don’t get 
nearly as much chance to meet fans in 
~ person as I'd like. 

If enough others feel the same, maybe 
it's time for fans to stage a get-together. 
Other hobby groups have them, so why 
not this one? | don’t think it would have 
to be anything very elaborate to please 
most fans, maybe a small informal con- 
vention or party-meeting the day before 
the official start of next year’s CES Inter- 
active in Philadelphia or the Winter CES 
in Las Vegas. This might make a good 
discussion topic in upcoming fanzines. 

And speaking of fanzines, it’s time for 
me to wade into the stack and pick out 
some of this month’s most interesting 
publications. 


Game Force #6 

Edited by Jeff Beedham 

P.O. Box 1610 

Belen, NM 87002-1610 

Frequent, $1 per issue, 18 pages 

An editorial about new entertainment 
systems opens this fanzine. Although 
Jeff is wrong about the imminent end to 
technological progress—don’t folks read 
Toffler's Future Shock any more?—his 
comments could start a good debate 
about obsolescence versus progress in 
entertainment hardware. 
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The latest Game Force reviews the 
latest games, some classic cartridges, 
current fanzines, and Leonard Herman’s 
Phoenix: The Fall & Rise of Video 
Games. Filling most of the rest of the 
zine are short articles on subjects like 
dumpster diving and commercials in 
video games. Jeff is his own best writer, 
but cover artist Michael Wayne and well- 
known faned Mike Pittaro produce very 
readable contributions, too. 

Game Force is not quite a top fanzine 
yet, but it shows remarkable dynamism. 
All the ingredients, including natural tal- 


- ents, are there to keep the improve- 


ments coming. For a measly buck, you 
can’t go wrong with Jeff and his appeal- 
ing fanzine. 


The Good, the Bad, and the 8-Bit #7 

Edited by Brian Pacula 

33 Florence Ave. 

Mill Valley, CA 94941-2611 

Frequent, $1 per issue, 18 pages 

A sense of humor and fearless com- 
mentary are the main ingredients in this 
sometimes scattershot, but invariably 
fascinating fanzine. Although the 
emphasis is still on video games, Brian 
is rapidly adding PC, multimedia and 
even some non-gaming material. 

The improvement since the first few 
issues is little short of spectacular. 
Although some of the art is still pretty 
ragged, Chris Dyer displays some ability 
with the cover and interior illos. The 
other main artist is the editor himself, 
who cartoons in the minicomics mode. 

The reviews each run one-third of a 
page. Most are written under the 
assumption that the readers already 
know a little about the game. They con- 
centrate on high-energy reactions. 
That’s what | like to see in a fanzine, and 
readers of TGTB&T8B have no short- 
age of comment hooks for the next letter 
column. If you want to see what they've 
got to say, try a sample copy of this 
feisty fanzine. 


Mediapoint #3 
Edited by athe Palmer 
1306 S. 2500 W. © 
Syracuse, UT 84075-6942 
Irregular, free, 10 pages - 
It is ironic, in a fanzine that so over- 
works the personal pronoun, that the 
editor buries his name in a box. near the 
end of his fanzine. This. anonymity 
makes it impossible to put all the opin- 
ions into any meaningful context.The 
editor would have a better fanzine, anda 
lot more fun, if he stopped pontificating 
from press releases and tried to write in 
amore personal vein. _ ee 


Cutting-edge hardware systems are 


this issue’s main focus. This newsletter- a 
style zine’s front page has items about 


the Jaguar and 32X, and the editorial _ 


suggests that the PSX, 3DO and Ultra | 
64 will get attention in future issues. 
Mediapoint also has an article about the 
Jaguar challenging the 3DO derived 
from an Atari promo piece. A guide for 
SimCity 2000 is also prominent. © 

Where does Mediapoint go from 
here? It depends on how quickly the 
editor learns from other fans. There’s 
evidence of intelligence and a pleasing 
personality, but it’s going to take tighter 
writing and a bit less pretension. 


Sub-Zero #4 

Edited by Chris Dyer 

314 Powell Rd., Tullahoma, TN 37388 

Monthly, $1.10 perissue,12 pages 

As a fanzine editor, I’ve always been — 
jealous of faneds who have artistic abili- 
ty. Every zine has one or more spots 
that cry out for clever cartoons, and the 
fan who can generate his own has a 
tremendous advantage. 

Chris is a young cartoonist who is 
rapidly learning how to blend a rowdy 
visual presentation with entertaining 
prose. It’s a tough act, one that may take 
a while longer to fully master, but Sub- 
Zero is already cover-to-cover fun. 

Sub-Zero still has lots of rough edges, 
but who wants fanzines to be soulless 
and slick? Send a dollar and a dime to 
Chris, and get in on the good time. 

Attention fanzine editors: If you'd 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 


UET THE COMP 


Serious gamers need a serious magazine like 
ELECTRONIC GAMES! 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES ' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 
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SILICON GRAPHICS. . . 


THE GAME DOC ALSO DISHES OUT SOME REAL MEDICAL 


ADVICE ON THOSE UBIQUITOUS VR HEADSETS. 


Yo, group. Welcome to our Deep 
- Summer edition of Q&A with the Game 
Doctor. It’s been a hot, hot, hot summer 
so far as computer gamers are con- 
_ cerned, with some heavy duty new titles 
appearing every week and new hard- 
ware options which could boggle the 
_ mind of even veteran players. 

So, let us move immediately into the 
informational segment of our column. 


Q: Doc, what’s the deal with this new 
computer graphics | keep hearing 
about? What, exactly, does Silicon 
Graphics make, for example? And what 
about the other companies | have seen 
references to, like Alias and Wavefront? 
Are they competitors to Silicon Graphics 
or what? 

Also, do these companies make spe- 
cial machines for movie special effects, 
such as we saw in 72 and Jurassic 
Park? 

Stephen Jackson 
Arlington Heights, IL 


A: Okay, here’s a quickie primer on 
the world of high-tech graphics. The 
leading hardware manufacturer is SGI 
(Silicon Graphics, Inc.), producer of the 
Indigo and the less expensive Indy 
graphics stations. Up until the arrival of 
SGI on the scene, Sun Workstations 
were the hardware of choice for anima- 
tors and artists working in a 3-D comput- 
er environment, but the SGI machines 
have just about destroyed the competi- 
tion and now reign as THE computer 
graphics generating technology for the 
mid ’90s. 

These are the same machines, by the 
way, which were used to create cinemat- 
ic special effects in the films you men- 
tion, as well as The Mask and just about 
everything from Peter Gabriel rock 
_ videos to Listerine commercials. 

Companies such as Wavefront and 
Alias, meanwhile, produce the software 
which allows the SGI machines to per- 
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form at peak efficiency. Both companies 
have become heavily involved in game 
creation software and have special 
packages designed for game develop- 
ers. 

By the way, we were told recently that 
Nintendo now owns more graphic work- 
stations than Lucasfilm’s Industrial Light 
& Magic—incredible, eh? 


Q: | worry about these virtual reality 
helmets | keep seeing and reading 
about. | am a mother, however, and 
therefore am entitled to worry needless- 
ly, but | would like to know whether I’m 
being silly or not. 

For one thing, I’ve heard about these 
things causing epilepsy, and | also worry 
that having such a large image filling 
your vision is the same as sitting right 
next to a TV set, which | was always told 
was bad for you. 

As a concerned parent, | come to you, 
Doctor. Please, can you put my mind to 
rest? 

Game Mom (Ellen Stephens) 
Staten Island, NY 


A: You know, Mom, I'd like to tell you 
that there is absolutely no reason to be 
concerned about HMDs (Head Mounted 
Displays), the most popular immersive 
form of virtual reality, but the truth is that 
we probably don’t have enough research 
yet to be 100% certain that this form of 
computer interaction is totally safe. (Of 
course, in life, very few things offer no 
possibility of negative consequences.) 

Fortunately, many of the companies 
involved in the production of HMDs take 
great care to make sure that the devices 
they sell are as safe as possible. Victor- 
Maxx, for example, has done extensive 
studies relating to the safe use of HMDs. 

The potential dangers? Well, as long 
as the technology essentially consists of 
two television sets hanging off our head, 
the Doc is concerned about possible 
radiation effects; after all, we’re told not 


to sit too closely to TVs because they 
emit various forms of electromagnetic 
radiation, and it is possible that having 
miniature TVs so close to the eye could 
be harmful over a long period. Most 
HMDs, however, use miniature LCD 
screens which to the best of our knowl- 
edge have never been reported to emit 
any kind of harmful radiation. We have 
also heard reports of headaches and 
other problems generated by HMDs, 
and, in fact, you may recall that Sega 
was going to release an HMD peripheral 
for its Genesis video game machine, but 
seems to have dropped the product after 
extensive testing. 

As for the epilepsy thing; all electronic 
games are capable of inducing 
seizures—but only in patients who 
already have epilepsy. Of course, any 
blinking light source can do the same 
thing. 

The real first-generation concern 
about HMDs, however, is their need to 
be tethered, i.e., physically connected to 
the computer or game-generating hard- 
ware. Free-standing HMDs, it seems, 
significantly alter the user’s perception of 
non-virtual reality, and there are reports 
of immersed gamers bouncing off walls 
and walking through windows while 
engaged in their VR experience. 

Stay tuned, Ellen, we'll continue to 
shine a light on this subject in upcoming 
issues. For the present, however, mod- 
erate use of a tethered HMD does not 
seem to present any significant reason 
for concern. 


Q&A Quickies: The many readers 
who have asked about a 3DO board for 
their PC will be delighted to know that 
it's on the way! More good news: the 
board will add MPEG capability to your 
PC as well as improving its sound gen- 
eration! Also, because the board makes 
use of the PC’s CD-ROM drive, the PC 
3DO board won't cost as much as—or at 
least won’t cost any more than—a 3DO 
player. Again, stay tuned. . .And for 
readers looking to upgrade their PCs, 
remember to buy DX, not SX, since, in 
many cases, the SX is impossible to 
upgrade. 

Remember also to send those Qs to: 
The Game Doctor (CGR), 
330 S. Decatur, Suite 152, 
Las Vegas, NV 89107 
Aloha! , 
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THREE DAYS OF COMPUTER 
PURGATORY... 


THe CGR CREW TOUCHES DOWN IN CHICAGO FOR A LOOK 
AT WHAT WAS HOT AT THE Summer CES. 


Unlike the January show in Las Vegas, 
we were all a lot more comfortable having 
CES in our own backyard. Even if it was 
the last one here, it was the 50th CES, 
having started back in the late ‘60s, but 
that’s not that important. What is impor- 
tant is that we saw all sorts of new 
games, new toys and more. We also 
overdosed on the terms “3-D rendered 
graphics,” “intuitive interface” and “light- 
ning-fast.” 

We also saw Trip Hawkins, former 
CEO of Electronic Arts and current 
head of The 3D0 Company. He seemed 
a little lost, which we attribute to our hav- 
ing his ultra-special badge for Interplay’s 
Cyberia unveiling. 


Exctusive World Premier Showing — 


CYBERIA | 
Chicago CES 
ACCESS BADGE [hw cy, ‘ 


°© interplay Productions 


Trip Hawkins’ Cyberia badge 


It doesn't really matter if he was lost or 
not. We hope that you will not get lost as 
we lead you around on the exciting nickel 
tour of the sights and sounds of the 1994 
Summer Consumer Electronics Show. . . 


Access SOFTWARE 

The centerpiece at Access Software 
was Under a Killing Moon, the interac- 
tive movie starring Brian Keith, Margot 
Kidder and Russell Means. Shipping 
soon on three CD-ROMs, this product 
takes the player into a post-World War III 
San Francisco filled with vice and 
mutants. They have not abandoned their 
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loyal golf fans to the lure of Hollywood, 
however. Work has begun in earnest on 
Links 486, and for the non-PC golfer who 
wants the best, Links Pro Macintosh is 
not far away. 


ACCOLADE 

Armchair quarterbacks everywhere are 
invited by Accolade to enjoy football 
using digitized video of each play. All- 
Pro Video Football features the full- 
motion color video results of over 600 
actual football plays, as executed by the 
Orlando Predators of the Arena Football 
League. By breaking these plays into 
small segments, thousands of play 
results can be constructed and shown. 
Also on deck from Accolade is Battle 
Isle 2200, featuring 3-D rendered anima- 
tion in a science fiction wargame. 
Returning to sports, Jack Nicklaus Golf: 
Golden Bear Edition will allow network 
play with Windows as well as include a 
course construction architect. Also on the 
horizon is Hardball 4, combining digitized 
player graphics with commentary from Al 
Michaels. Finally, many of their earlier 
sports games will be reprised on the All- 
Star Sports Collection for the PC CD- 
ROM, including Jack Nicklaus Golf and 
Course Design: Signature Edition, Al 


Michaels Announces Hardball Ill and 
Unnecessary Roughness, a football 


simulation. 


Access’ Links Pro Macintosh 


ACTIVISION 

Activision continues to tweak 
MechWarrior 2: The Clans. They’ve 
also signed Steve Meretzky of the old 
Infocom team to pen the CD-ROM sequel 
to Infocom’s Planetfall. At this point, the 
game is going under the working title 
Planetfall, but that will probably change 
somewhat. It will have 15-25 actors (no 
Stars signed yet) and, yes, Floyd will be 
there! In other related news, they’ll be 
turning out Return to Zork MPEG and 
Mac, as well as a new as-yet-untitled 
Zork adventure. Shanghai 3 and 
Through the Eyes of a Spy are 1995 
titles. 


AVALON HILL 

Avalon Hill continues to press into the 
computer gaming market from their cor- 
nerstone in the board and wargame mar- 
kets. Third Reich should be blitzing a 
store near you later this summer; it’s a 
conversion of the board game of the 
same name, using all of Europe plus 
North Africa and Western Asia as a stage 
to show the full rise and fall of Hitler’s 
Empire. Due out later is the also convert- 
ed 5th Fleet, modeling the clash of mod- 
ern naval combat across the world. 
Developed by Stanley Associates, the 
game will include the traditional head to 
head or vs. computer options as well as a 
play-by-e-mail option—a feature that 
executive producer Jim Rose promises 
will be foremost in game planning in the 
future. Also on the docket is Stalingrad, 
the second in the World at War series by 
Atomic Games. It highlights the eventu- 
ally disastrous German campaign in 
Russia, featuring a new close-up view of 
the city battles. The end of the year 
should see the release of Blackbeard 


(piracy on the Spanish Main), paving the 


D.C. True’s CyberJudas 


way for further 1995 releases, hopefully 
including Advanced Civilization, 
Beyond Squad Leader, 1830 and 
Diplomacy 2.0. 


BETHESDA SOFTWORKS 

Bethesda Softworks, basking in the 
success of The Elder Scrolls: Arena, 
was happy to show scenes produced 
from the engine of its sequel, Daggerfall. 
These scenes show that they have taken 
very seriously the many requests to 
improve the graphics of that engine. Also 
on display was a king-sized setup for 
Delta-V, the supersonic futuristic flight 
sim. 


CAPSTONE 

Capstone was showing off their recent 
release Corridor 7 on a networked sys- 
tem, allowing four players at a time to 
massacre each other and the aliens with 
abandon. By August they hope to have 
Corridor 7 CD in stores, showcasing 
additional levels and 12+ network players 
on the licensed Wolfenstein 3D engine. 
They'll be using further modifications of 
this engine to help you splatter terrorists 
in Body Count, slated for October 
release, with the disk-based version com- 
ing a month later. Zorro will be appearing 
on PCs in November as well. 


Reece Ss All Pro ‘Video Football | 


DAVIDSON 

Davidson continued to advance their 
award-winning line of educational soft- 
ware with Flying Colors, a paint program 
for ages 8 and up. With this program, 
even we could produce some nice pieces 
of art. The Blaster series is also expand- 
ing, with three new Windows titles added 
to the slate: Reading Blaster: Invasion 
of the Word Snatchers, Math Blaster: 
secret of The Lost City and Math 
Blaster Mystery: The Great Brain 
Robbery. For gamers, however, the big 
news from Davidson is their acquisition 
of game development firms as well as 
their announcement of distribution of 
companies like Simon and Schuster 
and Impressions. 

Davidson affiliate Blizzard Entertain- 
ment has been around for quite a while, 
but often as or under other names (like 
Chaos Studios). Boasting a resume 
including The Lost Vikings, the compa- 
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“ Domark’ S Lands of Midnight | 


ny was proud to display their first effort 
under their own logo. Warcraft: Orcs 
and Humans enters the realm of fantasy 
strategy games, utilizing both a real-time 
fighting engine and an economic/builder. 
Take the side of the foul Orcs or right- 
eous Humans and drive the other side 
into the dust, possibly with the occasional 
Stop into a dungeon along the way. 


DEADLY GAMES 

Deadly Games’ head honcho Rene 
Vidmer talked avidly to us about his 
upcoming project, which is the next stage 
of U-Boat. It will involve similar actions, 
but a different locale: the area of the 
Atlantic off the eastern coast of the USA. 
There are still hints about that proposed 
naval simulation involving American Civil 
War ironclads, too. 


DIGITAL ILLUSIONS 

Digital Illusions (a division of Alliance 
Interactive) continues to add to their 
Classic Series, which is older software 
updated to run on modern machines and 
released on CD, often in compilation 
form. Their biggest announcement was 
their acquisition of the rights to the origi- 
nal Harpoon, to be released with all 
expansion packs on one CD. Other dis- 
plays centered on P51 Mustang, a WWII 
flight sim for the Macintosh as well as 
Tac Ops, a modern day wargame. 


DISNEY SOFTWARE 

The big announcement from under the 
six-foot rotating inflatable Mickey Mouse 
display was Disney’s licensing of some 
of its characters and animation to 
Microsoft to be used under three 
Microsoft Home brand releases. These 
comprise Microsoft’s first venture into 
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the world of children’s software; the first 
issue from this union will be Mickey’s 
Carnival. 


DOMARK 

Domark invited large squads of we 
pressfolk to their tastefully appointed 
suite in Chicago’s luxurious Drake Hotel 
to look at their latest line. Their Advanced 
Sim-Series continues to grow as the 
release of World War Il was announced. 
This package not only adds legions of 
WWII scenarios to the Flight Sim 
Toolkit, but also includes hefty upgrades 
to it as well. Modern helicopter warfare is 
the subject of the forthcoming realism- 
heavy Apache, under the design tutelage 
of former Apache pilot and Desert Storm 
veteran Bryan Walker. Bryan wants to 
inject all the fire and adrenaline he’s seen 
in actual combat into an advanced simu- 
lation. The current cornerstone of 
Domark, though, is the nearing comple- 
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tion of the role-playing game Lords of 
Midnight. Designer Mike Singleton 
showed us around the engine, showcas- 
ing its multiple character storyline and the 
freedom of choice given the player by 
allowing control of up to 24 player char- 
acters at once. 


DYNAMIX 

Dynamix launched a long line of eight 
products at the show, all currently slated 
for release by or before October. Aces of 
the Deep dives to the historical depths of 
the German U-Boats of WWII. It uses 
Gouraud shading to enhance the realistic 
graphic depiction of these grim and 
claustrophobic craft. Alien Legacy is a 
science fiction strategy game by Joe 
Ybarra, creator of Starflight and 
Yserbius. Players will command a space 
colonization ship sent to rescue a lost 
human colony. Metaltech: EarthSiege 
puts players in the cockpits of gigantic 
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Maxis’ SimTower 

Herculean robots, fighting off the invading 
Cybrids. Players will be able to customize 
the weapons loadout of their own Herc 
and act as part of an integrated squadron 
using video or radio link to pass orders 
and deploy various tactics. Fans of clas- 
sic computer games will be pleased to 
hear about the impending release of 
Lode Runner: The Legend Returns. 
Like the original, this update will require 
quick reflexes as well as tactical skills to 
steal all the gold back from the Bungeling 
Empire; it will also contain a paintbrush 
maze builder to allow the construction of 
even more levels and puzzles. Front 
Page Sports: Baseball combines 
detailed statistics from the MLBPA with a 
full action engine. Player will play, coach 
and/or manage a baseball team in much 
the same way that FPS: Football Pro 
covered that sport. For those people who 
haven't had enough puzzles yet, The 
Incredible Machine Volume 2 offers 150 
more free-form puzzles, plus a new head- 
to-head feature that gives two players a 
turn-based challenge. Also included will 
be the free-form mode in which new puz- 
zles can be created and shared with 
other players. Also from The Incredible 
Machine family is the conversion of Sid 
and Al’s Incredible Toons to Windows, 
Macintosh and CD-ROM. Finally, Battle 
Bugs combines a classic strategy 
approach with a new twist: over 20 types 
of bugs battle for possession of various 
types of junk food. Generals must bal- 
ance the different characteristics of 
roaches, ants and beetles in order to 
dominate. 


EMPIRE SOFTWARE 
Empire Software was suffering from 


LucasArts’ The Dig 


Gametek’s Quarantine 


thing that was afflicting quite a few com- 
panies’ demonstrations at the show. 
Nonetheless, they soldiered on to show 
Dreamweb, a new adventure game fea- 
turing a top-down perspective of the 
world. It seems that the forces of good 
and evil are out of balance in the 
Dreamweb (the network that connects us 
all when we sleep); to right the problem, 
you'll have to seek out and kill the various 
humans that are infected with the evil. 
Also showing was the Campaign 2 CD, 
featuring digitized footage from actual 
battle sequences and other upgrades. 
Dawn Patrol is a historical look at World 
War | air combat, including a close look 
at the aces that war produced and allow- 
ing you to fly in actual situations they 
faced. The long-awaited Cyberspace, 
based on the I.C.E. role-playing game of 
the same name, unfortunately continues 
to be long-awaited. 


GAMETEK 
Gametek announced their intention to 
enter the PC CD-ROM market with 
notices about several releases. In addi- 
tion to their partnership with Take 2 
(q.v.), Gametek will be releasing several 
other titles. In collaboration with 


Broadway Video, the “Saturday Night 
Live” 20th Anniversary CD features the 
best skits, commercials, and other bits 


Ocean’s Inferno 


from the years of the show (all digitized 
from the masters), plus photographs and 
sound clips accessible from the image of 
the show’s studio set. Quarantine offers 
a Doom-style adventure set in an apoca- 
lyptic taxi ride in a post-holocaust-style 
world, filled with marauding mobs, other 
armed taxicabs and people that just need 
a lift somewhere. 


GREMLIN 

Gremlin visited our offices prior to 
CES, and a good time was had by all. 
The ink is still drying on the distribution 
agreement with Suncom, and they had 
some major product announcements for 
the PC. Desert Strike and its sequel, 
Jungle Strike, both of which sold well on 
the cart systems, will now be available on 
the PC platform. A space flight sim, 
Retribution, is in the works, as is a futur- 
istic racing game, Slipstream. 


Apparently the U.S. Office of Technology 


i, . 


Interplay’s Cyberia 


NovaLogic’s Armored Fist 


has not granted the foreign license to use 
compound capitalization as it has with 
such U.S. companies as MicroProse and 
LucasArts. Those lucky Brits. 


le MOTION 

leMotion provided a cool and calm 
meeting room at the Drake Hotel, away 
from the hustle and bustle of the show 
floor. The game foremost in their minds 
was not a horror piece, but Planet 
soccer, released in honor of the World 
Cup. This game uses a 3-D three-quarter 
zooming perspective to keep track of the 
detailed animation of the players on the 
field. All 28 of the World Cup teams are 
modeled, including individual statistics for 
each player. Plans are afoot to release a 
CD version as well, containing many 
more animations and a proposed ency- 
clopedia of soccer. But the horror was 
never far from their minds. Tantalizing 
glimpses of Alone in the Dark 3 were of 
Carnby in the Old West, facing and 
becoming part of a cycle of Native 
American mysticism and reincarnation, 
including a turn as a panther. Other 
scenes shown were of the Cthulhoidish 
Prisoner of the Ice, involving a subma- 
rine travelling under the polar ice and 
green tentacles snaking throughout the 
small vessel, killing the crew before 
becoming trapped itself. 
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LucasArts’ Dark Forces 


ID 

Do we really need to say anything 
about id’s sequel to Doom? It’s called 
Doom 2. It seems that even the id guys 
are jumping on the Doom bandwagon, 
since Doom 2 will feature yet another 
“Doom-style” interface. That’s a joke, 
son; you’re supposed to laugh. id was 
showing with their new partner GT 
Interactive, who were offering up the 
Richard Simmons Deal-A-Meal CD- 
ROM and the Fabio Screen Saver. 


IMAGITEC 

Imagitec Design, captained once 
again by the oddly askew Piglet, showed 
a few diverse games from their upcoming 
releases. The arcade shooter Raiden will 
be coming to the PC shortly, complete 
with its legions of incendiary enemies and 
the massive explosions they make. 
Evolution is the sequel to the puzzle 
game Humans, in which the player must 
guide a collection of fairly dimwitted peo- 
ple from a variety of historical eras 
through an alien spaceship on a quest to 
return them to their own times. 
Freelancer is a Doom-style game in 
which the player faces legions of geneti- 
cally altered creatures as well as various 
security measures in his lone quest to lib- 
erate a corporate space station. 
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MicroProse’s Sid Meier’s Colonization 


IMPRESSIONS 

Impressions, fresh out of the 
announcement that Davidson will now 
be handling their distribution, handed out 
a plethora of gaming tidbits (as well as 
this CES’s best toy—Nerf Bow and 
Arrows!). Still centerlined in their release 
schedule is Lords of the Realm, a game 
of “epic medieval strategy” focussed on 
the disintegrating situation in 13th century 
England. Among its included features are 
economic management, castle-building 
and accurate sieges of those castles. 
Warfare is even more important in 
Breach 3, a game of futuristic assaults 
and firefights. It will interlock perfectly 
with Rules of Engagement 2 as well as 
having the mission and tree-structured 
campaign construction utilities common 
to this series about the battles between 
the Federated Worlds and its enemies. 
Further back in history is High Seas 
Trader, a first-person 3-D perspective 


Interplay’s Star Reach 
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game about sea-based trade worldwide 
in the 17th century. Evade pirates, tariffs 
and the ever-dangerous coral reefs in 
your quest to become rich; or sink and 
board enemy ships under a privateering 
license or the Jolly Roger. Sail the ship 
yourself or have a sophisticated autopilot 
do it for you. Further in the future (largely 
in planning stages) is another industrial 
sim, this one called Powerhouse. The 
object is to test and build new power 
sources for a desperate world while three 
other firms attempt to out power yours. 
Cut too many corners, and the environ- 
ment suffers. Front Lines is a near- 
future hex-based wargame starring hov- 
ertanks, missile batteries and tech 
infantry. It will contain a full mission 
builder including a utility to allow for WWII 
scenarios as well. Finally, Impressions 
is edging more firmly into the edutain- 
ment market with Project USA, an inter- 
active U.S. atlas and geography learning 
tool that celebrates a dying art: knowing 
where you are on a map. 


INTERPLAY 
Without a doubt, the key feature at 
Interplay this CES was their showing of 
the debut of Cyberia. Designed and 
developed by Xatrix Interactive Design, 
this CD-ROM release combining flight 


Psygnosis’ Lemmings III 


MicroLeague’s Blood Bowl 


will revolve around a future world ruled by 
terrorists and a long-forgotten doomsday 
device buried under a frozen Northern 
Asia. This debut was made at an eyes- 
only gathering early during CES and 
attracted much oohing from the crowd 
due to the digitally based character 
motion and the musical scoring by 
Thomas Dolby’s Headspace. Following 
the tradition of SimCity CD-ROM, 
Interplay is releasing enhanced CD- 
ROM versions of both SimAnt and 
SimEarth. Both contain high resolution 
rendered scenes as well as enhance- 
ments to the game play. Descent is their 
entry into the post-Doom marketplace; 
it's a fast-moving fully 3-D environment 
that involves up and down as much as 
left and right as you pilot a craft into 
extraplanetary mines in search of an 
alien threat. Stonekeep is another first- 
person 3-D engine, this one based in a 
fantasy world and following a more tradi- 
tional fantasy storyline. Full-screen ren- 
dered graphics and a simple interface will 
allow you to command your party of 
adventures through a quest deep into the 
bowels of the earth in search of your 
rightful kingdom. We’ve been waiting for 
this one for quite some time now. Also in 
the dungeoneering vein, Dungeon 
Master Il: The Legend of Skullkeep fol- 
lows in the footsteps of its predecessor, a 


ai, i 


Me te aa 


completion as well. 


Classic in the genre. Star Reach com- 


bines action with economic strategy in a 
far future world of star travel and galactic 
trade. Recommended for adult players is 
the conversion to PC CD-ROM of Philips 
Interactive Media’s Voyeur, a story of 
sex, violence and power politics. 
Children, on the other hand, are the tar- 
gets of Kingdom: The Far Reaches, a 
fully animated adventure game from the 
creator of the original Dragon’s Lair. For 
the card fanatics among us, Omar Sharif 
will present Bridge Deluxe II on CD- 
ROM, including digitized footage of Omar 
himself playing bridge at his home in 
France. Casino for Windows is also 
under production, featuring multi-user 
and network play. You can host your own 
table at Poker or just yank on the one- 
armed bandit. On the Macintosh side of 
things, not only is Star Trek: Judgement 
Rites being converted (to Mac and PC 
CD-ROM), but the long-awaited 
Wolfenstein 3D conversion is nearing 


New World Computing’s Zephyr 


Rocket Science’s Cadillacs and Dinosaurs 


KOEI 

Koei maintained a small island of quiet 
Sanity amidst the swirling chaos of the 
CES floor, which was nice, since they 
were next door to us. Their PC center- 
piece was Celtic Tales: Balor of the 
Evil Eye, a game which mixes role-play- 
ing with building while keeping the tradi- 
tional Koei touches intact. It follows the 
development of civilization in early 
Ireland, struggling under the evil grip of 
the Other World Enemies, the Fomori. 
Magic and gods play as much a part in 
the game as crops and cattle raids. If 
your towns are successful, you'll eventu- 
ally be elected High Ruler by your tribe 
and take on Balor himself in order to 
save all Ireland from his Evil Eye. 


LEGEND 

Legend Entertainment’s Bob Bates 
was on hand to give us the lowdown on 
three new titles: Superhero League of 
Hoboken, Mission Critical and Death 
Gate (based on the popular serial novels 
by Margaret Weis and Tracy Hickman). 
Currently, only SLOH is anywhere near 
complete, but the graphics were quite 
tasty on the other two. Bob also regaled 
us with his own inside tales of life at the 
old Infocom. Some fun, and thanks for 
Traitor’s Gate! 
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LucasArts 

LucasArts invited us all to take a walk 
on the Dark Side, given the slant of their 
latest Star Wars projects. First up is a 
new perspective from them: a view from 
the Imperial side of things. TIE Fighter, 
the sequel to X-Wing, lets players take 
aim at the pesky Rebellion and work to 
keep the Empire intact. The game retains 
most features of its popular predecessor 
while answering the request of many 
players to be less linear and easier. It's 
back to the Rebellion, though, for a first- 
person 3-D action game on CD-ROM 
called Dark Forces. As a top rebel agent, 
you'll infiltrate a dozen hostile worlds and 
locations (including the bridge of a Star 
Destroyer (!)) in search of plans to the 
Empire’s new deadly battle platform: the 
sinister Death Star. You'll trade blaster 
shots with Stormtroopers and aliens loyal 
to the Dark Side, among others. A large 
motorcycle was jauntily parked outside 
the LucasArts meeting room to draw 
attention to Full Throttle, a CD-ROM 
adventure game set in a dark future 
where the code of the road is the only 
law. It will mix third- and first-person per- 
spectives and blends 2-D and 3-D anima- 
tion. Steven Spielberg, in collaboration 
with Industrial Light and Magic and 
LucasArts, helped design and create the 
CD-ROM adventure game The Dig. The 
game revolves around a strange asteroid 
headed for Earth that turns out to be an 
alien artifact, leaving the player ona 
merry chase to a distant planet. 


Maxis 
A balanced approach between edutain- 
ment and entertainment seemed to be 
the style at Maxis for the next few 
months. SimTown lets 8-12-year-old 
kids take a crack at a simplified and car- 
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toony SimCity. It’s filled with color, action 
and kid-sized details, like changing the 
likings of various characters and watch- 
ing them go through the town. SimTower 
is the newest full Sim title for the general 
market; players act as the owner and 
landlord of a building and nurture its 
growth from a single-story building to a 
99-level skyscraper. Click ‘n Play is a 
custom game maker—create action, 
strategy and adventure games simply 
with no programming required. Widget 
Workshop also aims at the 8-12 market 
with a freeform approach to the construc- 
tion of inventions. Finally, Gift Maker is a 
new concept in which users can create 
their own personalized gifts and mer- 
chandise, such as photo mugs for the 
family or custom T-shirts for a business. 


MEGATECH 
MegaTech, proprietors of anime soft- 
ware, were showing Knights of Xentar. 


Dynamix’ S Earthseige 
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Featuring graphics by Atsushi “Wild Bill’ 
Musado, digitized speech and a 16-Bit 
FM soundtrack, the game bears a 
MegaTech-imposed rating of NR-13 (not 
recommended for players under 13) due 
to the somewhat racy nature of the game. 


MeriIT SOFTWARE 

Merit was showcasing work by many of 
its affiliates. Off the bat we were shown 
Fighter Wing, a flight sim for PC CD- 
ROM aimed at attaining realism without a 
steep learning curve. It will accommodate 
up to 16 players on a network, accompa- 
nied by a 3-D rendered engine and real 
video footage. Also showing was The 
Psychotron, billed as an interactive 
detective mystery featuring multitudes of 
digitized conversations with live actors. 
The Fortress of Dr. Radiaki promises to 
tackle the 3-D first-person action 
Doomesaque game with spice and humor 
as well, containing as it does fights with 
toaster-headed monsters on a Cold War- 
era Pacific Island. All in all, though, the 
feature presentation was Harvester as 
the production on that disturbing adven- 
ture in horror draws to a close. 

Merit affiliate D.C. True had an (occa- 
sionally fitful) videotape showing scenes 
from the upcoming CyberJudas, the 
sequel to Shadow President. Artist and 
rocket scientist Charlie Athanas was 
explaining to all and sundry about the 
game, in which not only are the pres- 
sures of being president of the United 
States thrust upon you, but you'll also 
have to deal with the fact that one of your 
trusted cabinet members is a dastardly 
traitor. So all the time you’re being a 
good president (solving trade wars, insur- 
rections, other diplomatic brouhahas) 
someone is shadowing your every move. 
Perhaps their strategy is one as simple 
as destabilization, but it could be as 


deadly as handing out nuclear warheads 
like candy. 


MicroLeacue 

Front and center at the MicroLeague 
booth were the manic and bloodthirsty 
Orcs, Dwarves and Elves ready to play 
Blood Bowl. The classic Games 
Workshop board game is being convert- 
ed to PC CD-ROM in all its bloody glory. 
Also on the docket is Sabre Team, a 
Small-unit tactics game based around a 
special British anti-terrorist team and its 
missions. 


MicROPROSE 

The main attraction in the MicroProse 
area was the upcoming release of Sid 
Meier’s Colonization. Based on the 
wildly popular Civilization, Colonization 
focuses on the economic exploitation 
(oops, colonization) of a new world. 
Players take the side of the English, 
French, Spanish or Dutch and try to 
carve a new nation out of North America 
or a randomly-generated map. Another 
Strategy/builder was also debuted: 
Master of Magic, featuring economic, 
political and military strategies in a fanta- 
sy world rife with magic. Wargamers are 
not neglected as MicroProse unveils 
1944: Across the Rhine Armored 
Combat. |n this tank simulation, players 
take up arms for either side of the land 
battles in late WWII. Multiple levels of 
control and command will allow players to 
choose their preferred playing style from 
inside an individual tank to commanding 
integrated assaults. The category of 
sports is not neglected, as the upcoming 
Ultimate Football makes clear. This 
game is centered around a downloading 
feature that enables players to run fanta- 
sy leagues based on actual season stats. 
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Macintosh users can also rejoice at the 
conversion of the popular Pirates Gold 
and F-117A: Stealth Fighter to the Mac 
format. 


Mission Stupios 

Interplay affiliate Mission Studios was 
showing models of their two current pro- 
jects. Jet Fighter III promises sharp 
ground graphics to go with the flight 
engine, enabling better detail on ground 
strike missions. Battlecruiser 3000 has 
collected a few new features and restruc- 
turings since we saw it at last CES: it 
retains its basic stance as an open-ended 
game based around a starship, with 
adventure, trading and flight sim features. 


New Wortp ComputING 

In center ring at New World 
Computing is the CD-ROM game 
Zephyr. A series of PC were ringed 
around their booth, offering networked 


battle tank destruction to all who cared to 
play the 3-D rendered first-person action 
game. Full-motion video provides the 
opponents in Celebrity Video Poker, as 
celebrity impersonators bet or bluff their 
way through the game. Coming soon on 
CD-ROM from their disk-based versions 
are Vegas Games Deluxe CD and 
Inherit the Earth CD. 


NovaLoaic 

Voxel Space technology was in evi- 
dence on large screens in the 
NovaLogic meeting room. Slated for 
simultaneous release on floppy and CD- 
ROM in September is Armored Fist, a 
tank simulation using the same sharp and 
flowing graphics used in the company’s 
hit Comanche: Maximum Overkill. The 
player can take the side of either 
American or Russian tanks and choose 
the strategy for the whole force. Also 
announced was the conversion to 
Macintosh of the WWII submarine simu- 
lation Wolfpack. Further into the fictional 
future, the cyberpunk cult novel 
Hardwired by Walter Jon Williams will 
be made into a CD-ROM game by 1995. 


OcEAN 

Hardware problems delayed the show- 
ing of some of Ocean’s products, but we 
persevered. A sci-fi odyssey called 
Inferno was presented to us first, devel- 
oped through Digital Image Design 
(DID). Inferno is a futuristic flight sim fea- 
turing over 700 different missions both in 
Space and on the surface of different 
planets. Also showing was the CD-ROM 
package Central Intelligence, in which 
players interact with over 1300 charac- 
ters in a bid to depose a fascist 
Caribbean dictator, and Iron Angel, a 
near-future flight sim in a state-of-the- 
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future-art craft that flies in outer space as 
well as it does in atmosphere. 


ORIGIN 

While the good people at Origin didn't 
have a booth, we saw a couple of them 
milling about the show. When the chance 
arose for them to chat for a few minutes, 
they had lots of nice things to say about 
Wing Commander Ill, Wings of Glory, 
BioForge, Wing Commander Armada 
and System Shock. 


PAPYRUS 

Papyrus’ staff wandered in their bright 
red jumpsuits around a brilliantly painted 
NASCAR stock car as they showed a 
demo of their latest project, NASCAR 
Racing. Using their expertise at racing 
sims garnered from the award-winning 
IndyCar Racing, they have chosen to 
simulate stock car racing, the most popu- 
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Papyrus’ NASCAR Racin 


lar spectator sport in the U.S. They also 
had on hand their latest expansion packs 
for IndyCar Racing, Indianapolis Motor 
Speedway and IndyCar Circuits. 


PsYGNOSIS 

The folks at Psygnosis demoed 
Discworld, a humorous approach to the 
fantasy genre a la Terry Pratchett, 
Novastorm, a space sim/space opera, 
and Ecstatica, a dreamscape fantasy 
epic. All three will be available in the fall 
of 1994 on CD-ROM. 


QQOP 


QQP, aglow with the success of The 
Grandest Fleet, gave us a glimpse of 
their future. They are preparing The Pure 
Wargame and The Perfect General II for 
a July release, while their challenging 
mastermind-like word game, Zig Zag, will 
be available in June. 


Virgin’s Command and Conquer 


RockeT SciENcE GAMES 

Rocket Science Games is a relative 
newcomer, but they have some top talent 
behind them, including the guys who 
developed QuickTime. SEGA signed an 
agreement to distribute their games (!!) in 
North America, making them SEGA’s first 
affiliate label for PC software. On display 
in their booth were Loadstar, featuring 
full-motion video and a CD-quality sound- 
track, and Cadillacs and Dinosaurs, 
whose plot is taken from the graphic nov- 
els of Mark Schultz. 


SIERRA ON-LINE 

Sierra On-Line, the fine folks who 
brought us the Quest series of games, 
had on display some of the extensive dig- 
itized video footage from the new 
Roberta Williams project Phantasmago- 
ria. Sierra is putting a lot of time and 
effort into making this project one of the 
most exciting games to be released in the 
near future. While at the moment only 
video tape was available, the graphics 
are gorgeous and the video is very clean. 
Also previewing were Outpost, a space 
builder that’s been getting lots of press 
lately, and Capitol Punishment by Al 
Lowe, a political satirization. All you 
King’s Quest fans out there will need to 
rev up your machines with a CD-ROM 
drive: KQ7 will be available only in CD 
format. Additionally, Sierra is planning on 
releasing CD compilations of both the 
Space Quest series and the King’s 
Quest titles. Sounds like a bargain. 


Sir-TECH 

Realms of Arcania: Star Trail is a 
sequel to Blade of Destiny. Also on dis- 
play at Sir-Tech was the runner-up in the 
vaporware longevity category, Jagged 
Alliance, the reports of whose death are 
greatly exaggerated. It looked to be com- 
ing together and may even make its fall 
release date. Sir-Tech was also showing 
the beginnings of the new direction they 
are taking with the Wizardry series. It's 
not W8, it’s a whole new line, and it’s 
very pretty, indeed! 


SOFTWARE TOOLWORKS 


Software Toolworks has seen the 


future and believe it to be CD-based. 
They announced their intentions to 
release only CD-ROM products in the 
future, beginning with Dragon Lore. This 
graphical adventure game in the first-per- 
son perspective is set in a fantasy envi- 
ronment. In the realm of edutainment. 
there’s Mavis Beacon Teaches Typing! 
for Kids, targeted for kids ages four to 
eight. 


SPECTRUM HOLOBYTE 
Before we started drinking in earnest, 
we stopped by Spectrum HoloByte to 
feast our eyes upon their latest projects. 
To begin with, they’ve announced an 
entire Alexey Pajitnov (creator of Tetris) 
line of Windows and DOS puzzlers, 
beginning with BreakThru. Hopefully, 
Alexey will continue to work on some 
titles that are similar to, but significantly 
different from Tetris. Breakthru promises 
to do just that. The Falcon 3.0 line— 
MiG-29, Hornet: Naval Strike Fighter, 
Operation: Fighting Tiger and Art of 
the Kill—will get an extreme facelift with 
its release on CD-ROM. Hornet is new 

and also available in floppy form. 


SSI 


Kids love RPGs, so our trek to 
Strategic Simulations, Inc. (SSI) was 
worth it. They are working on 
Menzoberranzan and Dark Sun: Wake 
of the Ravager from AD&D, as well as 
Alien Logic, a SkyRealms of Jorune 
adventure. However, wargamers need 
not worry about SSI abandoning them! 
Panzer General is in the works for an 
October release, and a four wargame 
bundle should be available in stores even 
as we speak. Should you need a Doom- 
esque shooter, check out CyClones. To 
really round out their product line, they’re 
also scheduling a November debut for a 
Space sim called Renegade, based on 
FASA’s board game Renegade Legion: 
Interceptor. 


TAKE 2 INTERACTIVE 

Take 2 Interactive’s booth was set up 
as a mini movie theater, thus indicating 
the tone of the products they were show- 
ing. Their main attraction was the interac- 
tive CD movie Hell: A Cyberpunk 
Thriller, starring the digitized likenesses 
and voices of Dennis Hopper, Grace 
Jones, Stephanie Seymour and 
Geoffrey Holder. Players will choose 
between two characters (Gideon and 
Rachel) and guide them through Hell 
itself. Other celebrity offerings include 
Bill Cosby’s Picture Pages, with the 
digitized voices of Bill Cosby and char- 
acter Mortimer Ichabod helping children 
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ages three through five learn how to use 
a computer to accomplish various cogni- 
tive tasks. Future releases are Star 
Crusader, a CD and floppy space flight 
sim, and Bureau 13, based on the pen 
and paper role-playing game of the same 
name by Tri-Tac. 


21st CENTURY 

21st Century offered a full-size pinball 
machine to the highest scorer of their pin- 
ball sim Pinball Fantasies during the 
show. This was all to attract attention to 
the unveiling of Pinball Arcade CD- 
ROM, a package of eight different pinball 
tables with ray-traced introductions, full 
soundtrack and a multimedia history of 
pinball. Further in the future we’ll see 
release of a third compilation of pinball 
called Pinball Illusions. 


VILLA Crespo 


Villa Crespo was showing their latest 


CD-ROM title Escape With Your Life. In 
fact, they brought along their star of that 
title, karate expert John DeBlasio. VC 
also hinted that some major announce- 
ments in the productivity vein were 
scheduled to happen in the very near 
future. Keep your ears open. 


VIRGIN GAMES 

Virgin Games announced the release 
of a veritable horde of PC CD-ROM titles 
in the last half of 1994. Number one on 
the list is the much-awaited The 11th 
Hour: The Sequel to the 7th Guest (the 
title says it all). Other scheduled releases 
for CD-ROM include Command and 
Conquer (a strategic game ala Dune Il), 
Kyrandia Book Three:Malcolm’s 
Revenge, Creature Shock, Beneath a 
Steel Sky, Lost Eden, Cannon Fodder, 
H.A.W.C., D-Day: Operation Overlord, 
Trancemission and finally, Mech 
Commander. 
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THe 24 HOURS OF CHICAGO IS ON AS | RACE TO MAKE 
IT TO ALL MY SCHEDULED AND UNSCHEDULED MEETINGS. 


Getting around at CES on a broken 
ankle is no easy thing. In spite of the 
pain, | managed to make it to most (if not 
all) of the hardware vendors who were 
displaying their wares at the show. 

Advanced Gravis had a couple of new 
products, one of which was their new 
Ultrasound Max sound card. This has 
been on the market for a little less than a 


Advanced Gravis’ Phoenix 


month as I’m writing this; they promised 
to send me a review copy ASAP so that | 
could give you the lowdown. They also 
had a prototype of their new joystick, the 
Phoenix. Although the design is decided- 
ly esoteric, it looked hot, hot, hot and is 
scheduled for an August release. 
Astounding Technologies had their 
Virtual Reality Video Visor on display. 


Astounding’s Virtual Reality headset 


The unit is lightweight and good-looking, 
but I'll get back to you on how it fares 
once | have a production model in my hot 
little hands. 

When | stopped at Aura Systems, | 
thought | must have scheduled a meeting 
here by mistake. All around me were 
folks playing video games (SEGA, SNES, 
you know the mantra by now...). But lo 
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and behold, there was Doom running in a 
corner. The product they are hawking, 
The Interactor, 
seems to me 
to be a good 
idea, but prob- 
ably not for the 
reason they 
intended. It's a 
o....| wearable sub- 
| woofer, sorry, 
virtual vest, 
that jacks into 
your sound 
setup and makes your body thrum with 
the bass notes in the music and the 
explosions and weapons-fire in the 
sound. | have to admit, it does enhance 
the overall experience of games. The 
only thing is, | had this device doing its 
throbbing thing at the base of my back, 
which was quite stiff from lugging 20 
pounds of press material around all day. 
God, did that feel good. It was like getting 
a lower back massage while enjoying a 
good game. Yes! 

Aztech Labs was conspicuously 
absent at this summer’s CES. 
Considering that they’ve just launched 
two new multimedia upgrade kits (see the 
hardware reviews elsewhere in this 
issue), | thought this strange. Doubly 
strange, as they’re also about to release 
a MUK with an external CD-ROM drive, 
the Explorer. Oh well, I'll see them at the 
January CES. 

While modems may not make your 
loins burn with lust, Best Data had an 
interesting one. | generally don't cover 
modems, figuring that business publica- 
tions do it more justice than | ever could, 
but this one seemed built for gamers. It’s 
called the ACE, and it not only has send 
and receive fax/modem capability, it can 
also do voice mail and sound. You heard 
that right, folks: the ACE has a built-in 16- 
Bit sound board, complete with a 
Panasonic CD-ROM interface. If | can 
manage to finagle one for reviewing pur- 
poses, I'll do so. 

CH Products was another MIA. | 
recently received the prototype for their 
Flightstick Pro for the Macintosh; you'll 
be seeing the review on that soon. I'll 
catch them in January as well, | suppose. 

| was greeted at the door of the 


Aura’s Interactor 


Creative Labs booth by a well-meaning 
young woman who nevertheless refused 
to discuss any upcoming products with 
me, insisting instead that | visit them at 
PC Expo in New York City in a week. | 
have absolutely no intention of going any- 
where near the Big Apple, despite PC 
Expo. There was apparently a dearth of 
press materials at CES; instead, their lat- 
est product catalog was forced into my 
hand. Hmmm... do | offend? 

Forte Technologies had a rather sleek 
VR helmet, the VFX-1, that was still in its 
prototype phase according to its design- 
ers. It looked finished enough to me, but 
apparently looks can be deceiving. They 
were having a problem with the wrap- 
around earphones not being structurally 
efficient (read that: fragile), and they are 
hard at work beefing this particular 
aspect up. Look to see it by mid-autumn. 

Although | usually see keyboards in the 
“a rose by any other name” category, 
Identity Systems Technology had one 
for the terminally messy. Underneath the 
keys is a moisture-proof membrane that 
keeps out even the nastiest spills. The 
press photo they included was a hoot, 
until | realized that I’ve wrecked more 


Identity’s spillproof keyboard 

than one keyboard by doing accidentally 
what Identity did on purpose. | figure 
they'll do most of their sales in the OEM 
market, but this keyboard would come in 
handy for those beer-and-pretzels nights. 

Kantek was demoing the Spectrum 
RingMouse, about as unusual an item as 
I've ever seen. It consists of two parts: a 
two-button mouse transceiver that you lit- 
erally wear on your finger, and a dimen- 
sional receiver that is mounted to the 
edge of your monitor. AS you move your 
hand from side to side, the mouse pointer 
moves with it, but as you move your hand 
toward the screen (if you’re working in, 
say, a CAD program) the pointer moves 
further into your depth of field. So not 
only do you get the standard X and Y 
axes, you get the added benefit of a Z 
axis, too. They also had two screen 
polarizers and a security filter for laptops. 
This latter used what looked like a diffrac- 
tion grating so that anyone sitting not 
directly in front of your laptop’s monitor 
would not be able to see the screen's 


content. Perfect for foiling those folks 
who read over your shoulder, such as 
gaming magazine editors. 

Anybody who stopped by the Keytec 
booth was shown their new Magic Touch 
touchscreen. It fits over any 13- to 15- 
inch monitor and replaces that pesky 
mouse. It is not fully compatible with all 


Keytec’s Magic Touch touchscreen 


DOS products, but the makers claim that 
it will work with any Windows applica- 
tion. It sure as heck made Solitaire a 
whole new game (read that: faster)... 

If you’re pining for the thrill of PC 
games on your big-screen TV, but don’t 


eo oe 


Maruda’s VGA-to-video adapter 


may have your solution. This company, 
based out of Hong Kong, is marketing a 
simple VGA-to-TV converter that is as 
small in size as it is price. It weighs less 
than a hundred grams and is only slightly 
larger than a Hot Wheels® car. They 
promised me an evaluation unit; I'll keep 
you posted. 

Matrox Graphics had a demo of their 
new 64-Bit graphics accelerator card, the 


Matrox’s MGA Impression Plus 


MGA Impression Plus, currently only 
available in a PCI bus configuration. It 
worked miracles in Windows and whatev- 
er DOS CAD program they were running, 


want to pay a hefty price, Maruda, Ltd. 


but since DOS games are a breed apart 
from DOS CAD programs, | can’t say 
whether you should run right out and buy 
one. It looked good, though, and if we 
ever scrape together enough dinero for a 
PCI system here at CGR, | might even 
get you a review. 

The news from Media Vision’s hard- 
ware department is several multimedia 
upgrade kits, two of which have triple 
speed CD-ROM drives. | unfortunately 
couldn't schedule a meeting with them 
before the show, so | couldn’t press them 
for much information in the approximately 
two-and-a-half seconds they had to 
spare. What | did see as | wandered 
around their show space looked promis- 
ing, especially their new sound card with 
built-in SRS technology, and I'll be talking 
with them shortly to get out some product 
reviews. 

Multiwave took the grand prize for 
highest number of products per square 
foot of show space. They seemed 
cramped but jovial, and with good cause. 
Their 3D Surround Stix should make 
any flight sim fanatic happy: it uses sur- 
round sound and spatialization circuitry to 
make the sound move with the sim. That 
is, aS you move the joystick, there is a 
corresponding shift in the apparent loca- 
tion of the sound. It'll come with some 
bundled games, but those are yet to be 
announced. | should be getting one soon, 
SO look for it in an upcoming issue. 

If you've already perused this month’s 
hardware reviews, you already know 
about NuReality. They are a newcomer 
to the computer hardware field, making 
products that tap the potential of a new 
technology called SRS. From what | 
heard, expect this company to be publicly 
traded any day now. The Vivid 3D is 
reviewed in this issue and is currently the 
only thing they have out. The Vivid 3D 
Plus, Vivid 3D Pro and Vivid 3D Studio 
are all expected to ship before Christmas: 
respectively, they names represent a 
step up in design. The Pro and Studio 
models will have built-in amplifiers, so 
they'll work even with those cheap, 
ScuZzzy speakers that have been relegat- 
ed to the back of the top shelf of your 
closet for the past six months. Beautiful 
music, beautiful sound, and some of the 
nicest people in the industry. 

Fresh off the success of their Sound 
Canvas DB GM daughterboard, Roland 
(Motto: “Sleep? No thanks.”) is about to 
Start shipping their Sound Canvas DB 
GS. The GS will feature 354 instruments 
(as opposed to the 128 of the GM) and 
nine full drumsets. They were gracious 
enough to put one in my hands at the 
show, for which they’ll receive the bonus 
prize of getting it reviewed in the 
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August's Top Picks 


$49 1942: Pacific Air War 
39 Aces of the Deep 

48 Across The Rhine 

42 Arena: The Elder Scrolls 
44 Armored Fist 

45 Battlecruiser 3000 

40 Delta V 

Call Doom 2 - New Version! 
52 Falcon Gold CD 

44 Harpoon 2 

46 Harvester CD 

42 Operation Crusader 

40 Outpost CD 

34 Star Reach 

40 The Dig 

47 Tie Fighter 

42 Victory At Sea 

36 Wing Commander: Armada 


We accept preorders. Call for details. 


Send $2 for new catalog! 
Refundable with first order. 
= Complete product listing available. 
@ Visit our online store on GEnie. 

Keyword Titan-Games 
= Money orders, personal checks, 

credit cards accepted. 

# Same-day shipping for orders 
received before 4 pm EST. 


Get that game now! 
1-800-247-5447 


line of speakers, including the massive 
MA-20s. Hope to hear those for you 
soon. 

Sigma Designs is not one to throw in 
the towel. Despite the rather severe 
thrashing their ReelMagic board initially 
received from the press, they've come 
back with the answers to most of their 
critics. Thus, in the months to come, you 
can expect to see the ReelMagic board 
given another go-round in CGR; the folks 
at SD assure me that the bugs are gone. 
Also demoed at the show were the 
ReelMagic Lite (ReelMagic sans sound 
card) and the ReelMagic CD-ROM 
upgrade kit. Stay tuned, I'll have ‘em for 
you as they become available to me. In 
addition to their products, Sigma Designs 
has been hard at work drumming up sup- 
port for their MPEG playback scheme. So 
far, they’ve signed such powerhouses as 
Interplay, Crystal Dynamics, 
ReadySoft, Activision, The Software 
Toolworks, Virgin and others. 

SRS Labs was one of the most inter- 
esting places | stopped at. Although they 
do not produce any items, they license 
their innovative technology to companies 
who will incorporate it into their products. 
SRS stands for Sound Retrieval 
System; what this system does is difficult 
to explain in layman’s terms, but is easily 
understood by your ears. When a stereo 
recording is made, most of the spatial 
cues, the ambient sound, is either lost or 
purposefully masked. This is why most 
stereo recordings sound “flat” or “tinny” 
when compared to the live performance. 
SRS simply restores those spatial cues, 
thereby eliminating the traditional “sweet 
spot” of listening to a stereo recording. 
Instead, you are treated to the full ambi- 
ence of the recording, instead of a small 
portion of it. Yikes! Can | buy stock yet? 

STD Entertainment, well known in the 
video game market, is trying to reach the 
PC games market as well. They had on 


STD’s Aerospace speakers 
display their PC Optix joystick (reviewed 
this issue) and PC Propad gamepad 
(which you’ll probably see in the 
September issue). Also on display was a 
prototype of their new speaker system for 
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September issue. They also had their full 


the PC, named Aerospace. Its a sleek 


design, but, what with the overwhelming 
din of noise coming from the Nintendo 
show space, | didn’t get a chance to hear 
them. Said speakers will be sent along as 
soon as the design is finalized; look for 
them in the future. 

Our good friend and relatively close 
neighbor, Dan Zemaitis, was overseeing 
the space allocated to Suncom. They've 
recently announced a distribution deal 
with Gremlin Software, and their G- 
Force yoke will soon be bundled with 
Nigel Mansell’s World Championship 
from Gremlin and Formula One and 
AV8B Harrier Assault from Domark. 
Things seemed quiet in a “calm before 
the storm” sort of way, making me won- 
der just what Suncom’s got up its sleeve. 
They’ve probably come up with some 
new breakthrough in joystick technology 
that they are sitting on until the time is 
right. 

Anybody browsing the ThrustMaster 
booth got to ooh and ahh over their latest 
joystick design, based on the stick 
installed in the General Dynamics F-16. 
Although what they were showing was 
still deemed a 
prototype, the 
‘} only changes 
_ | that have yet 
| to be made 
| are cosmetic. 
If you man- 
| aged to get 
into their 
meeting room, 
you probably 
got shown the 
accompanying 
F-16 weapons 


contre! sys- 

tem. The 
ThrustMaster’s F-16 FCS 

WCS was 


very prototypical, but it was comfortable 
and had a solid feel. Both the F-16 stick 
and WCS have a bigger footprint, giving 
them a stability that the earlier Mark Il 
barely had. Also in the meeting room was 
(surprise, surprise!) a golf trainer. This 
was also early beta, but its beauty was 
evident in that you could use your own 
clubs with it. 

Last but by no means least is 
VictorMaxx. They unveiled their near- 
final version of the CyberMaxx VR head- 
set. Compatible with console games as 
well as PC and Mac, its scheduled to be 
released in mid-August. They've already 
signed development deals with Interplay, 
Domark, New World Computing, 
Origin and others; expect to see compat- 
ible games shortly after the scheduled 
release. List price will be $700, and 
demand will probably be pretty high 


through the 
Christmas 
rush. 
Okay, 
now _ that 
I’ve said all 
that, let me 
say this: | 
Saw many 
strange and 
wonderful 
things at 


VictorMaxx’s CyberMaxx strangest 


item being displayed was the FD532 at 
the Intertech booth. Intertech specializes 
in procuring Russian military and paramil- 
itary equipment, of which the FD532 is a 
fine specimen. Developed for the KGB, it 
is a solid-state laser gun for use in latent 
fingerprint detection; it's capable of th 


Intertech’s FD532 


equivalent of 2 million watts of incandes- 
cent light. You get all that for the low, low 
price of... well, if we have to talk price, 
you probably can’t afford it. In case 
you're interested, you can reach Intertech 
at (800) 945-9103. They also carry a full 
line of binoculars and night vision appa- 
rati. Midnight lawn darts, comrade? 

As far as what was wonderful, well, 
most companies would apparently have 
you believe that everybody and their 
dogs will soon be living goggled into the 
vapor-laden information super-highway. 
The proliferation of “virtual reality” head- 
sets seemed amazing; | was awestruck 
by the apparent spawning going on while 
| had my head stuck in a book. Though | 
admit to being somewhat overwhelmed 
by these things through sheer force of 
presence, | still have to step back and 
wait for the software support. Oh, won- 
derful? The NuReality booth had by far 
the most promise at the show; it brought 
something back to life in this jaded soul 0 
mine, not just because it was new, but 
because it represented something ele- 
gant and forgotten: style. You can cram 
all the technical specs in the world down 
my maw, but the Vivid 3D with its SRS 
technology was simple. -Ted Chapman 


DIATRIBES AND PREDICTIONS 


FROM THE SOAPBOX. 


A PERSONAL View OF CES AND THE INDUSTRY, SPAWNED 
FROM KEEN OBSERVATION AND SHEER ARROGANCE. 


Anyone who had any doubts about the 
Status of the computer gaming industry 
as a deadly serious endeavor left CES 
reaffirmed. There are large amounts of 
money involved, both incoming and out- 
going. This has two effects on the indus- 
try: bundles of development money put 
up front, so we get better games; and 
unfortunately, bundles of marketing 
money injected along the way, so the 
games we get end up being pretty much 
the same. | can’t decry the industry’s 
desire to make money; after all, it’s the 
reason all industries exist. But as movies, 
radio and television have shown us, 
when a new Creative medium grows larg- 
er and is exposed to more people (and 
more people’s money), it is diluted and 
washed away in the stream of perceived 
expectations. 

This is not a diatribe against the sci- 
ence of marketing or the people who do it 
(in fact, some of my better friends within 
the industry are marketing and/or public 
relations people), but a sober note detail- 
ing its effects. | realize the success of 
Doom surprised and galvanized this con- 
sumer-driven world; but this is not license 
for everybody and their brother to rush 
out and speed a Doom-like game to mar- 
ket. Even staunch bastions of software 
creativity like LucasArts leapt on the 
Doom bandwagon. | don’t mean to cast 
aspersions against them or their game 
(which frankly was one of the better 
things shown at CES, by them or anyone 
else), but it saddened me to see per- 
ceived expectations strike so deeply into 
the heart of what was once an innately 
creative venture, the conception of com- 
puter games. 

You see, the computer gaming busi- 
ness remains based entirely on very dan- 
gerous speculation. You bet hundreds of 
thousands (even millions now) of dollars 
of development money on a product, 
hoping to recoup that in sales of a project 
that won’t even run properly until it's 95% 
done. It’s understandable that backers 
want some assurance that their monies 
won't disappear down a vaporware hole. 
Unfortunately, the method that has 
evolved to reduce this problem is a cau- 
tious see-what-the-other-guys-are-doing 
approach to development, married with a 
driven need for speed in production. The 


public will buy the first two or three of 
these Doom-based games when they 
come out, but not the next eight or ten. 
So not only are developers urged to do 
the same thing other developers are 
doing, they’re horsewhipped to do it 
faster. This translates into less actual 
work done on the product, meaning the 
games themselves will be either fatally 
bug-ridden or hopelessly derivative. The 
whole basis of this problem is that mar- 
keters and planners must attempt to per- 
ceive what the fickle public will buy; and 
the only reliable barometer of sales is 
what the public is currently buying. That’s 
what originally gave birth to genres, and 
what is nurturing copycat development: 
the need to perceive public expectations. 

So should we hang up our keyboards 
and walk away? Not in the least. This is 
still an evolutionary industry, full of fire 
and vigor. Startling new technology 
arrives every month, and wonder of won- 
ders, consumers are installing it. The 
other side of the previous everybody’s- 
doing-it philosophy is the drive, no matter 
how sputtering and misguided, to do it 
better. Speeds are going up; interfaces 
are becoming more fluid. Graphics are 
light-years ahead of even last winter’s 
showings, and even more powerful stuff 
still lurks on the horizon. 

The trick of it is, 90% of the really good 
new products, the ones that make my 
head spin, are coming from start-up com- 
panies or small-group out-of-house 
designs. Many of these games were orig- 
inally designed in garage studios after the 
creators got home from they day jobs. 
Anybody with access to a modem has 
probably discovered the wonderful world 
of shareware, unconstrained by just 
about anything. The little guy, the one 
largely untainted by the desire to do any- 
thing other than make a good game, is 
still champion of innovation in this world. 

The good news is that the large compa- 
nies recognize this and are beginning to 
bank on it. We’re sliding towards an 
industry in which several large compa- 
nies act as publishing houses only, han- 
dling distribution, marketing, etc. Small 
design houses can then shop products 
around these houses, signing with the 
group that offers the most advantageous 
deals. Out-house design teams are 


responsible for most of the winners 
released in the past six months; those 
instances will continue to rise. | am very 
pleased to predict this, as it will allow the 
twin forces of creativity and profitability to 
realign themselves into positions that pro- 
duce fewer and fewer clashes. This can 
only produce a stronger industry as well 
as a better one to be a part of. 

But without further posturing, here’s a 
list of specific things | found significant, 
interesting or just plain good: 

*Best potential of show award from me 
goes to the entire current and future line- 
up of Avalon Hill. This is a sleeping giant 
that is just beginning fitfully to stir. 
They’re signing the right development 
houses and making the right decisions in 
terms of which of their stable of 350 (1!) 
games to roll out next. Their natural 
advantage is having all those wonderful 
games already designed, playtested and 
marketed; boardgame fanatics like me 
are drooling at the concept of being able 
to play these games without having to 
teach a roomful of other people to play 
them at the same time. 

*Speaking of boardgames, | was 
incredibly pleased to see _ that 
MicroLeague’s development of Blood 
Bowl was far better than | had hoped. It’s 
a more-or-less accurate translation of the 
Games Workshop boardgame, an old 
favorite of mine. Now who’s finally going 
to get the rights to do the ultimate block- 
buster, Warhammer? 

*Of the various Doomesque games 
floating about, Descent from Interplay 
and Dark Forces from LucasArts are 
probably among the best. Both are 
appropriately fast and fluid while adding 
significant creative elements to the basic 
engine, a flaw evident in many of their 
competitors. 

*Read my fingertips: buy a CD-ROM 
drive. Or else you won’t be playing any 
new computer games, period. Many, 
many companies were showing only CD- 
ROM releases, and the rest will be there 
by Winter CES. The vaunted CD-ROM 
revolution is happening right now. Do it 
or be left behind. 

*On the other hand, some companies 
were still playing to the strengths of game 
play rather than techplay, especially QQP 
and Koei, both of who can be trusted to 
deliver sound play without too many dis- 
tractions. 

*Keep an eye out for the name Rocket 
Science Games; you'll definitely be hear- 
ing about it in the future as the company 
that convinced SEGA to distribute them 
in the PC CD-ROM market. It’s just 
thumb candy for now, but they have 
some serious genius working behind the 


scenes. -Kevin Perry 
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ARE FLOPPY DISK DRIVES DOOMED TO BECOME AN 
ANTIQUATED STORAGE MEDIUM? 


| suppose | was a little disheartened by 
the plethora of CD-ROM-only games at 
the show. | for one have better luck with 
floppy games, and | tend to enjoy them 
more in general. | have a real problem 
with games becoming too realistic. 
Games are supposed to be entertaining, 
a break away from real life, not an exten- 
sion of it, and it seems that from this point 
on, we're only going to see games with 
digitized graphics or the equivalent. 

Don’t get me wrong, | like great graph- 
ics as much as the next person, but it 
seems that we've started to exist under 
_ this mindset that thinks every game 
needs to have stand out visuals and 
sound. I’ve said it before, I'll say it again: 
graphics and sound don’t equal game 
play. I’m worried that we’re going to start 
seeing a lot more instances of flash with- 
_ Out substance, something a lot of die- 
_ hard computer gamers have been com- 
plaining about with regard to CD-ROM 
games in the first place. 

Unfortunately, this last CES has. done 
little to assuage my fears. The fact is that 
everyone and their brother is headed 
down that CD-ROM alley, and if you want 
to continue to play computer games, 
you're going to need to have a CD-ROM 
drive. If you don’t have one, buy one. 

Since CD-ROM is the way things are 
going, I'd like to propose something over- 
heard in a panel discussion | took part in 
at CES. It was proposed that the term 
“single-speed CD-ROM drive” be applied 
to what is now called the double-speed, 
with the current single-speed being called 
a half-speed CD-ROM. This makes per- 
fect sense, since in about six months, 
those of you who jumped on that CD- 
ROM bandwagon will probably be out of 
luck. Almost nothing is going to work with 
the current single-speed (proposed half- 
speed) CD-ROM drive after Christmas. 

CES is always a painful time for me. 
Being one of the more sedentary people | 
know sometimes has its benefits—| gen- 
erally find myself pretty well-rested for 
those late-night deadlines. Thus | always 
fear the time of CES, since it always 
involves spending hours and hours on my 
feet, walking around, carrying pounds of 
press kits, materials and toys. | also have 
a tendency to lose my voice in a 1 matter of 


hours, and end up sounding like Tom 
_ Waits. 


But | was bolstered by the fact that this 
show was in Chicago, so | didn’t have to 
board an airplane. | did, however, board 
a train, several taxis and a couple of 
barstools in my three days at the show. 
The following is what | felt was the best 
that CES had to offer. 


As mentioned previously, Impressions 
was handing out the best toys. The Nerf 
Bow and Arrow sets will come in handy 
as weaponry to defend our CGR offices 
against rampaging invaders. Speaking of 
invaders, Lords of the Realm looks to 
be one of the games of the year, with 
pretty graphics and a nice interface to go 
with it. Second place for the best toy of 
the show goes to the multi- ‘colored 
Slinkys handed out by Koei. 


On the topic of Koei, they had one of. 


my favorite booths, since their meeting — 


room had a roof on it. 


Smart move! | 


Combining the booth and toy categories, — 


you get the award for the best booth toy, 
which goes hands-down to the stock car 
sitting at Papyrus’ booth. 

The best party was undoubtedly the 


one that Domark held for Lords of. 


Midnight. It was wild, fun and a great 
time. Not to be passed up, though, was 
the rather peaceful, relaxing fest held at 
Chicago’s own Field Museum. It fea- 
tured a good big band, very tasty food 
and a chance to chat with the good folks 
at Nu Reality, Maxis and Knowledge 
Adventure. And, on the party front, both 
Sierra On-Line and Spectrum HoloByte 
had nice receptions on the show floor at 
their meeting room and booth, respec- 
tively. 

The biggest announcements, as far as | 
was concerned, were a couple of game 
unveilings. Interplay showed off 
Cyberia, which, in addition to having a 
Thomas Dolby soundtrack, looks great. 
Second, and on a more traditional “com- 
puter game” front, MicroProse’s official 
unveiling of Sid Meier’s Colonization 
drew one of the biggest crowds at the 
show. 


_ In that same booth, | was pleased to 


hear that Alexey Pajitnov was getting 
nis own line of games from Spectrum 


= Holobyes Asa ang -time. fan of Tetris, | 
am happy that the game’s creator will be a 
given a chance to keep me in front of my 


ayeetn for even longer amounts of time. 
Asa long- -time fan of board games, | 
am greatly impressed by the upcoming 
line of Avalon Hill products. These 
games are all based on their previously 
published games, meaning that there is 
no need to go through and write up all the 
rules for everything. All that’s needed is a 
straight conversion from board game 
rules to computer algorithm. With the 
backlog of titles they have, AH could put 
out a game a month for years. I’m waiting 
to hear that they’re doing Outdoor | 
Survival. And the deep, dark secret of © 
the company is ae ee? and dark. We _ 
won't tell! = 
| got a chance to play a little bit of of TIE ZS 
Fighter. | was frankly worried that _ 


LucasArts would not be able to pull off — 


the game as well as they had done X- | 


Wing, but | needn’t have worried. Alot of 


the problems have been corrected: | par- 
ticularly like the three- dimensional map 
and the ability to leave the mission after 
the primary goals" ave been completed. 
All | want now is a copy of the game! _ 
Doom 2, Doom 2, Doom 2! It would 
make sense that of all of the games at 
CES that featured an interface similar to 
id’s mega-hit, it would be the id guys 
themselves who would do it the best. 
While there wasn’t a whole lot playable, it 
stands to reason that there won’t be sig- 
nificant. changes on an interface that's : 


been this successful. 


Speaking of interface changes, | heard = 


es by the New World Computing © 


booth that a new Might and Magic game 


is in the works. While it isn’t titled yet (it 
would be number VI had New World not 
dropped the numbering system), the _ 


Story is that the company is developing 
an entirely new interface for it. While | 
understand the need for this, | am a little 
disappointed to see such a friendly inter- 
face go by the boards. Again, with regard 
to interface, the VR headset revolution 
(which should be the one after the CD- 
ROM revolution) was in full-swing at sev- 
eral places on the show floor. The best 
uses | saw for the sets were with Doom 
and New World’s Zephyr. 

As | come to the end of this space, 


please note that the games I’ve listed 
above are only a very small portion of 
those that | saw. The games | saw are, in 
turn, only a percentage of the games that 
were at the Summer CES. There’s a lot | 
didn’t see that I’m sure will be some of 
the best to come. At least that’s what I’ve 
been hearing from both Kevin and Ted 
about some games. —- Steve Honeywell 
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BEHIND THE 
SCENES OF 
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In Van Nuys, California, 
there is a lot that looks like 
it might have come off the 
set of a Western. The front 
gate looks like something 
out of Fort Apache, the 
high wooden gates with 
the name Hayvenhurst 
Studios spelled out in the 
wood. One would never 
Suspect that behind those 
doors, the filming going on 
was not only of a science 
fiction piece, but also of a 
genre that is just now start- 
ing to come into promi- 
nence. 


The style, naturally, is that of interactive 
movies. The filming at Hayvenhurst stu- 
dios was for the proposed Christmas 
release of Origin’s ultimate sci-fi sequel, 
Wing Commander III. 

In a dramatic switch from Wing 
Commander games of the past (WC, WC 
Il, WC Academy and Privateer) and of the 
very near future (Wing Commander 
Armada), Wing Commander III will use 
live actors as well as animatronic cre- 
ations for the non-interactive, cinematic 
portions of the game. 


| had the opportunity to travel to 


Vil 
" 


y 


Hayvenhurst Studios and spend a day on 
the set of Wing Commander III recently. 
The following several pages reveal some 
of what the game will contain and much 
more of what it was like to see a movie 
shoot for something that isn’t quite a 
movie. 


One day in early May, | received a 
phone call from David Swofford at Origin. 
Dave, in the course of the conversation, 
informed me that Origin was shooting 
Wing Commander III around the Los 
Angeles area through the end of the 
month. Obviously, the game was going to 
use full-motion video and actual actors. 
Naturally, | wanted to spend a day on the 
set. 

Then, Dave told me that among the 
people that would be starring in WCIII 
were Mark Hamill, Tim Curry, John Rhys- 
Davies and Malcom McDowell. Now | real- 
ly wanted to go. I’m a fan of all four of 
these actors, particularly McDowell (who 
I've liked since | saw him in Time After 
Time) and Hamill, who has been a child- 
hood hero ever since he took the role of a 
farmboy who once rescued a princess a 
long time ago in a galaxy far, far away. 

So it was both as a level-headed, cyni- 
cal reporter and as a fan that | went out to 
Van Nuys. Neither the hard-bitten reporter 
part of me nor the star-struck fan in me 
was disappointed by what | saw. 


The day on the set starts much later 
than | had figured. We arrived on set 
around 10:00, expecting something of the 
shoot to be working. Nothing was, howev- 
er, and many of the actors were not yet at 
the studio. There were a few milling 


around on the set which looked like a 
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The. crew prepares » fort the n next écinbe on nthe ae E Lighting mut ‘Be sdjueted ey camera aparee deterntned 


before the actors can shoot the scene. 
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Mark Hamill stars |i in Yet atiother Space opera in a 


career defined by them. 


huge green field surrounded by every 
piece of equipment that it was possible to 
fit into the room. Technicians talked back 
and forth, trying to get all of the machinery 
ready for the day. 

Watching the workers prepare for the 
day ahead was fascinating. They looked 
like ants scurrying over a vast hill, an 
impression not diminished by the massive 
green backdrop. There was so much 
movement and activity going on, it struck 
me that very little was apparently getting 
accomplished. Workers hollered back and 
forth, getting the machines exactly the 
way they wanted them, then went back a 
few minutes later and did the whole thing 
over again. Lighting was moved, then 
returned to its original position and moved 
again. Word came around that the filming 
would probably start around 11:00. This 
Statement seemed to have no affect on 
the assorted gaffers and grips who ran 
pell-mell around the studio. The 10:00 
deadline did not, it would seem, mean 
they had to get everything done quickly or 
that they now had more time than they 
thought. 

Slowly, the actors started to filter onto 
the set. In another part of the studio, work 
on the animatronic portions of the game, 
specifically the Kilrathi, began. And true to 
the earlier statement, at around 11:00 
Pacific time, the real work of the day start- 
ed up, with several actors at a time going 
onto the green screen set and filming their 
reactions to the funeral of one of the 
pilots. 

| wondered about the late start; being 
from the Midwest, 11:00 felt like 1:00 in 
the afternoon to me. It seemed strange 
that no filming was done until well after 
lunchtime, but | was assured that this was 
a standard procedure, and that the later 
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start did not mean that the actors would 
not put in a full day’s work. 

On the massive green set, the actors 
stand in front of nothing and behind noth- 
ing. There are no props on the set other 
than their own bodies, and there is no 
scenery to interact with. They have only 
themselves, their uniforms and each other 
to rely on. It is acting at its purest 
essence, only the actors and nothing 
more. Each must convey a sense of place 
in an area of no-place and of time in a 
world of no-time. 

The green background is both more and 
less than a method of filming the charac- 
ters. The reason for the screen should be 
known to most people. Traditionally blue, 
screens allow the film editors to “clip” the 
actor out of the background and place him 
or her into another environment. It’s been 
used for years with varying levels of suc- 
cess. The reason for the green screen on 
the Wing Commander III shoot is an obvi- 
Ous one; all of the character wear blue 
uniforms, and the green makes for an 
obvious contrast. 

The green background is symbolic of 
the shoot and of the game. The actors 
must take a piece of fancy, the notion of a 
race of cat-beings and a possible future 
for humanity and make it believable on 
screen. They must take effectively nothing 
and make it into something strong enough 
and powerful enough that we, as game 
players, will find ourselves caught up in 
the struggles of the game’s characters. At 
the same time, this flat green background 
will have to become the interior of a star- 
base and every place inside of it. 
Something from nothing. It’s a fitting 
metaphor both for the software that 


Lothar i 


The animatronic Kilrathi require an actor to sit inside the costume as well as a technician to control the 


facial muscles and mouth movements. 
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filming. It's an idea of what the pundits 
mean when they talk about “Hollywood 
Magic.” 


The order of the day seems to be filming 
the various death sequences of the char- 
acters. The actors walk out to their places 
on the green screen. As they do, the crew 
mills around, adjusting lights, moving 
cameras and more. It’s loud, and it’s a 
wonder anyone can hear anyone else. 
Finally, as the shot is readied, everyone 
quiets down and the filming commences. 

The actors stand looking slightly down 
as the mythical coffin glides past their 
feet. They all turn their heads slowly, 
watching the coffin slide by. It’s tougher 
than it looks, because they need to keep 
their eyes looking at the same, moving 
place, and there is nothing for them to 
look at. Someone yells “bang” three times, 
simulating the salute fired for the dead 
pilot, and the characters react according- 
ly. Once finished, another group moves 
up to have their reactions recorded. 
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Malcom McDowell and Chris Roberts discuss the 
next scene. 

Over on the other, smaller set, another 
crew is filming the sequences of the vari- 
ous Kilrathi pilots including the one who 
sides with the humans, Hobbes. In the 
morning, they start by filming the various 
taunts of the enemy Kilrathi pilots. 

The Kilrathi themselves, while looking 
like full costumes, are cleverly made 
pieces of costumes. All that truly exists of 
them are their heads, hands and feet. The 
rest of them are covered at all times by 
clothing, sparing the need of creating the 


“THEY’RE GONNA HAVE TO PRY MY DEAD CARCASS OUT OF THE COCKPIT.” 


—Maniac, Scene 30 
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As the filming progresses, the sequence 
of the first take of the day is repeated end- 
lessly. There is a tremendous bustle of 
activity for ten to fifteen minutes. Then, 
everything quiets down and filming com- 
mences for about 30 seconds, followed by 
a decision of whether or not to film the 
scene again. While the film is rolling, peo- 
ple are watching from virtually every 
angle. It’s deathly quiet when the tape is 
running, because one extraneous noise 


over character dialogue can ruin the take. 


Cai 
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entire body of the cat creatures. A variety 
of heads and hands are made. This is a 
necessity since at many times, more than 
one Kilrathi is on the screen at the same 
time. Additionally, each Kilrathi looks dif- 
ferent. 

The Kilrathi masks are lightweight, 
radio-controlled animatronic devices simi- 
lar to those used in the Teenage Mutant 
Ninja Turtles movies, although, according 
to their creator, they are several genera- 
tions beyond that. The masks themselves 
are custom fitted to that same creator, 
Michael Hood. Hood is also the president 
of the company that made the Kilrathi 
heads. 

According to Hood, he does the work 
inside the masks since actors don't like 
doing it. His face is abraded and sore 
looking, and he has a pad made of adhe- 
sive bandages across the bridge of his 
nose to prevent the mask from digging 


Photo by Michael Kubeisy 


When finished, this sequence will show the crew’s 
reaction to the death of a teammate. 


much, since his skin is chafed and his 
nose deeply grooved. In costume, the 
mask fits tightly over his face, while the 
Kilrathi hands fit much like extra-large 
gloves. The feet are slightly different. To 
make Hobbes and the other catmen taller 
than the humans in the game, the Kilrathi 
feet and boots are fitted with stilts that 
make Hood stand about eight feet tall. 
Precision Effects, his company, has 
been around for about eight years, mak- 
ing the masks and creatures and special 
effects that have continued to astound 
movie goers. Among the projects Hood 
has worked on are The Abyss, Total 


Recall, Demolition Man, Beetlejuice, 
RoboCop and more. 

Hood's job is to do more than just hold 
up the mask. While filming, he must move 
and gesture in the part of the character he 
is playing. Unlike most actors, however, 
he doesn’t speak the role of his character 
or move his mouth. The facial expressions 
and mouth movements of the Kilrathi are 
controlled several feet away and a con- 
sole consisting of several high-tech gad- 
gets. The first is a glove-like instrument 
that allows the animatronic operator to 
give life to the characters’ faces. Lips 
sneer, eyebrows are raised, the creatures 


smile, frown and more. The puppeteer’s 
other hand is in something that looks 
remotely like a torn sock puppet. This 
controls the various lip movements and 
speech actions of the Kilrathi head. Thus, 
the man inside the mask and the one con- 
trolling all of the facial expressions of the 
character must act in synchronization to 
give the illusion that the catman is one 
creature, not the combined actions of sev- 
eral puppeteers. Watching the filming, the 
nature of the Kilrathi is obvious. This is 
not the case when sitting down in front of 
a VCR and looking through the rushes of 
a previous day’s work. 


A SHORT TALK WITH Mark HAMILL 


Mark Hamill is best known for the role 
of Luke Skywalker in Star Wars, The 
Empire Strikes Back and The Return of 
the Jedi. However, his acting career 
didn’t stop with this trilogy. Currently 
engaged in voice acting for a number of 
cartoon series (including the role of the 
Joker on the animated Batman televi- 
sion series), Hamill took a few minutes 
out of his hectic schedule to talk about 
Wing Commander III, Chris Roberts and 
being the straight man. . . 


On getting the role of Christopher Blair, 
main character of WCIII: “Well, it came 
more out of my voice over work in the 
sense that | had done one previous 
interactive game, Gabriel Knight. . .That 
was the first time | became aware of 
interactive [games]. My sons are more 
up to speed on that. I’m afraid I’m more 
in the ‘roll the dice, board game’ mode. 
But, | was fascinated. It reminded me of 
books | read as a kid that said ‘If you 
want the detective to go to the attic, turn 
to page 87, if you want to go to the 
basement, turn to page 63.’ 

_ “To me, | was more interested in play- 
ing games than being in one.” 


On Chris Roberts as a director: “| was 
afraid | would be on a set in front of the 
whole crew and be triggered over to the 
wrong side of the page, so to speak, the 
wrong scenario. It was a fear of the 
unknown, | guess. But meeting with 
Chris Roberts was very positive for me, 
because he is Wing Commander. 

“If you hadn't told me [that Roberts 
was a first-time director], | wouldn’t have 
been able to pick him out of a line-up of 

first-time directors. He’s very easy to 
work with. — : 

"Reading [the script] was the scariest 
thing. Meeting him was the thing that 
-made me realize that not only can it be 
done, but that | want to do it. 


“It's astonishing, the parallels | see 
between him and [George] Lucas. They 
know exactly what piece they want and 
what they need. When he said to me 
after a take, ‘Faster this time, with a little 
more intensity,’ it was scary. We had 
shirts made up when we did Star Wars 
that said ‘faster’ on the front and ‘more 
intensity’ on the back, because that was 
[Lucas’] favorite direction. Another 
favorite of his was ‘We're going to do it 
again, but this time, do it better.’ Chris 
hasn't said that yet.” 


On being the Joker: “People are 
stunned to know that | am the voice of 
the Joker for Batman. Even the produc- 
ers have said ‘We never would have 
thought of you in a million years.’ 

“| went in to pitch storylines with my 
writing partner and | had a knowledge of 
Batman that impressed them, and they 
thought of me when the auditions came 
out. They certainly didn’t hand it to me. 
They wouldn’t have cast me in Amadeus 
if | didn’t go out and audition for Sir 
Peter Hall.” 


On his career: “| think ’ve been very, 
lucky. I’ve done a lot of what | wanted to » 


do and still have enough out there that | 
haven’t accomplished that | can aim for.” 


On how this role compares with that of 
Luke Skywalker: “It’s a natural progres- 
sion, chronologically. Luke was a farm- 
boy. He matured in the movies, but Blair 
is a man who really knows his stuff. He’s 
the authority figure.” 


On being that authority figure: “As usual, 
it's some of the supporting roles that | 
think are a little bit more showy. Once 
again, I’m the serious guy, the guy with 
the agenda. That doesn’t allow for 
humor, really. [Chris Roberts said] to me 
today, ‘Take this opportunity, this is the 


only time in the whole show that you get 
to show depth, character and humor.’ 
I’m glad he didn’t tell me that when | first 
met him, | might have backed away. 
When | read the script, | said ‘Maniac is 
the most fun part.’ 

“On the other hand, it wasn’t seen 
very much, but | got to do the part of the 
Trickster for a television series called 
‘The Flash.’ It was a full, 180 degree 
turnaround. . .There’s always somebody 
that’s the protagonist. There’s always 
somebody that’s the anchor of the 
piece, and for once, in ‘The Flash,’ | got 
to climb up the walls and chew on the 
chandelier and roll my eyes and turn 
cartwheels.” 


On acting in front of a green screen: “I 
came the week of pre-production before 
we actually started shooting to look at all 
the toys. | walked on the set, and there 
was that big green screen, and | imme- 
diately flashed back to Jabba’s palace 
[in Return of the Jedi] and George say- 
ing ‘In about ten years, these kinds of 
movies will be prohibitively expensive. . . 
What we wanted to do [was] build 
Jabba’s palace puppet sized, put it next 
door and have you guys all on blue 
screen and put you in. Save millions.’ 

| thought about that, and | jokingly 
said, ‘Good, George. You’re going to 
make it even harder on the actors. Now, 
we're looking at a piece of tape for our 
planet exploding. Now you’re going to 
take away the set and the props? You’re 
getting one step further removed from 
reality. What’s next, blue body stockings 
so you can mat in a new [pair of] 
trousers?’ And here | was, ten years 
later, doing exactly what he predicted. 
You're climbing ladders that lead to 
nowhere, yet you look down on the 
monitor, and you've got your ship right 
there. It's the very essence of what 
actors do. We pretend.” 
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THe MAN IN 
THE DIRECTOR’S 
CHAIR 


As the guy behind the Wing 
Commander games, Chris Roberts has 
a huge reputation to live up to with the 
third game in the series. During a break 
on the set, he took a few minutes to talk 
with me about what made filming the 
live-action sequences of this game dif- 
ferent from the previous Wing 
Commander titles, how it was better and 
where this was taking us. . . 


| asked Chris what getting high-profile 
actors meant to the project. His answer 
was that name actors do help at the 
“box office,” but more importantly, good 
actors bring something new to the char- 
acters. A writer can create a great script, 
explained Roberts, but good acting will 
always add to it. He went on to compare 
the filming of Wing Commander III in 
this regard with the creation of movies, 
where a great performance by an actor 
_will help elevate the film to a new level. 

The hope, according to Roberts, is 
that actors will start to seek out roles like 
the ones available in Wing Commander 
‘Ill. As the medium becomes more and 
more accepted, actors will begin to want 
to work in this industry, both in acting 
roles and in pure voice roles. 

The major benefit of this style of 
shoot, explained Roberts, is that the 
feedback is almost instantaneous. The 
actors are immediately composited onto 
the computer backgrounds. You can tell 
right away if you’ve had a good take ora 
poor one. 

This is doubly useful to Roberts as the 
director of the game and its creator. 
Knowing that a scene needs to be 
_reshot right away rather than finding out 
later saves the expense of having to 
redo something that was already done. 
IN fact, after the WC Ill shoot ends, it 
will become impossible to reshoot any 
footage. Additionally, since Roberts and 
other crew members can watch the 
composite screens while the actors are 
on stage, they can make instant adjust- 
ments, correcting any problems with the 
scene on the fly. 
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The fearsome-looking Hobbes has a heart of gold. 


He'll be your best wingman. 


Watching the rushes of Wing 
Commander Ill is more than a little dis- 
concerting, especially for the videophile. 
The same scene is played out endlessly, 
each time from a slightly different angle, 
from the point of view of a different char- 
acter or with a slightly different spin. 

One sequence of scenes shows Hamill 
as Blair walking from his ship after a mis- 
sion. In all of these scenes, Blairs wing- 
man has been taken out of the battle but 
rescued by the humans. The dialogue 
between Blair and the mechanic, played 
by Ginger Lynn Allen is different for each 
wingman. Depending on who Blair was 
flying with, his reaction on hearing that 
the wingman survived is either jovial, 


eager 
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Roberts (center) goes over a scene with actors Hamill and Bernard. Each scene needs to be filmed from 


relieved, amused or a combination of all 
three. 

Mixed in with these scenes are other 
mission ending clips including one in 
which Blair is rewarded with the applause 
of his crewmates and one in which he is 
taken into custody by the ship’s comman- 
der, played by veteran actor Jason 
Bernard. As the clips roll on, several 
things come to mind. First, it’s difficult to 
tell in a lot of the shots that the charac- 
ters have been composited into a com- 
puter image and are not standing in front 
of a set. Second, and much more impres- 
Sive, the Kilrathi, while having occasional- 
ly over-exaggerated movements, do not 
look at all unreal. 

The filming is extensive. At the time of 
my visit to the Wing Commander III set, 
the clips were being contained on a 9 
Gigabyte drive that was full. A second 
had arrived and was in the process of 
being filled up with additional footage, 
much of which would end up on the sili- 
con equivalent of the cutting room floor. 


As the actors are on the set filming, 
others, both stars and extras, spend time 
milling about outside, enjoying the nice 
California weather. Several sit on the 
tables used for the lunch break that will 
eventually happen at around dinnertime. 
Others walk between the two sets, stop- 
ping outside the massive sliding door to 
the main stage when the red light that 
signals filming in progress is flashing. 

When that flashing stops, the activity 
begins anew. Both the large sliding door 
and the smaller, regular-sized door open 
up and people stream in and out of the 
set, intent on their errands. An actor 
paces outside, trying to learn lines for an 
upcoming scene. Others sit and talk to 
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different camera angles, different points of view and for different plot paths. 


In the foreground, you can see the results of the 
composited picture as it will look on screen. 


each other, smoking the occasional ciga- 
rette. Actor Jason Bernard stands on the 
steps, waiting for a chance to go back on 
set. | ask him what working on this set 
has been like, and he tells me that it’s 
been very much like other shoots, except 
for the fact that there isn’t any scenery, 
there aren't any props and there’s noth- 
ing really to go off of when acting. 

The result of this, Bernard determines 
after | ask him about what it’s like on the 
set questioned, is that working on Wing 


“IT’S ASTONISHING, THE PARALLELS | SEE BETWEEN [CHRIS ROBERTS] AND 


[GeorGe] Lucas.” 


Commander Ill is acting at its purest 
essence. It’s the quintessential thing that 
actors do in that they make believe, and 
in doing so, make others believe the 
same thing. The only things the actors 
have to rely on besides the direction of 
Roberts and the uniforms on their backs 
are each other. 


The current trend, of course, is to 
secure recognizable talent for games. 
Veterans like Brian Keith (Under a Killing 
Moon) and Ned Beatty (Loadstar) have 
chosen the medium as a new form of act- 
ing. Kirk Cameron has lent his talents to 
a title (The Horde) while Dennis Hopper, 
Grace Jones and Jeffrey Holder all 
appear as demons in an upcoming 
adventure (Hell: A Cyberpunk 
Nightmare). Thus, getting famous actors 
like Malcom McDowell and John Rhys- 
Davies, well-known talents like Hamill 
and recognizable character actors like 


Bernard and Hamill in a quiet moment on the set 
of wing Commander Ill. 
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Gorgeous graphics in the cut scenes as well as the live video will help make Wing Commander Ill a gam- 
ing experience to remember. 


—MarkK HAmILL 


Bernard and Tom Wilson (Back to the 
Future) helps bring the game alive for the 
player. It also helps make the game more 
accessible to those who don’t normally 
play computer games, since it gives them 
something familiar in an environment that 
is new to them. 

Of course, trends in computer games 
often don't last, but this one looks like it’s 
here to stay. As the medium becomes 
more and more respected, it’s possible 
that we will see an even further meshing 
of Silicon Valley and Hollywood, as game 
directors take chances on unknown or lit- 
tle-known actors to star in their latest 
piece of gaming. 


Back on the set, Hamill rehearses a 
scene. It looks strange that he is standing 
on boxes to make him look taller next to 
the towering Tom Wilson, who plays 
Maniac. As the actors go through the 
scene, they run through their basic dia- 
logue several times. Then, everything 
grows quiet and the filming commences. 

After a couple takes, they move onto 
the next version of the same scene. 
Everything sounds virtually the same, but 
the cameras focus on a different charac- 
ter this time. The same process is repeat- 
ed to focus on a third character. 

After this, the different possible varia- 
tions are filmed. Depending on the choice 
the player makes, Blair's response is 
quite different. One possible response 
has the effect of heartening the other 


pilots, while another possible answer 
Starts to erode their morale and confi- 
dence. Entire dialogue trees are mapped 
out and acted in rapid succession. 


At around 4:00, everyone takes a break 
for lunch. While on the set there is a con- 
stant supply of food, not a lot of people 
seem to pay much attention to it. Most of 
it is finger food and quick snacks. This, 
for many of the actors, is the first real 
meal of the day. 


After lunch/dinner, work resumes on 
the main stage. This time, the actors are 
taking turns filming smaller film 
sequences that will be placed on some of 
the various scenes on the ship. Each 
character has a neutral position and sev- 
eral different reactions. Filming these 
sequences goes quickly—each actor 
generally finishes his or her work in five 
minutes or so, with a few minutes in 
between to get the lighting set for the 
next actor. 

The only exception to this is Hobbes, 
who has to be carted in with his controls 
from the other set. By this time, Hood 
looks to be in pain. His bandages have 
been replaced, and they seem to help a 
little. Hood comments that the head is 
like having a moving bowling ball resting 
on the bridge of his nose. 


After a few minutes, Hood finishes his 
filming and removes Hobbes’ head with 
definite relief. Outside, Hamill, sitting in 
his trailer, asks if he can be excused from 
the shooting to watch “The Simpsons.” 
The shooting goes on well into the 
evening before the whole process starts 
again the nextday. -Steve Honeywell 
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TECH SPECS 


Requirements: 
286, 2 MB RAM, 


VGA, DOS 5.0 


ili 


# Sound Support: 
Sound Blaster, 
AdLib, Roland 


A 
wae 


Controller: 
Mouse/keyboard 
Available for: 

PC and compatible 


Designed by: 
The Dreamers 
Guild 


Distributed by: 
New World 
Computing 


GAME SUMMARY | 
Rif the Fox has | 
been wrongly 
accused of stealing 
the Orb of Storms. 
His beloved, 

Rhene, is being 

held captive in lieu 

of Rif’s recovery of 
the Orb within a set 
time period. 
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Although Inherit the Earth is a 
_ Veryegood adventure game, | 
~ have the feeling that many people 


will view it as a child’s game. 
Thus it wil probably only get 


bought by, parents who think it 
would be a good introduction to 
computer use for their kids. This 
strategy guide is for those parents 
who want to appear omniscient 
when their kids asksthem those 


‘nearly imponderable questions: 


“How?” and “Why?” 

A quick note about this strategy 
guide is in order. When | write 
about heading “north,” 1 mean 
that Rif should be walking toward 
the upper lefthand corner of your 
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~ You'll visit ancient human ruins, collect- 


ing artifacts to help you on your quest. 


Ghe Quest Begins 


Before you leave the fair- 
grounds, you should talk to as 
many people as possible. They 
will offer insights into a number of 
things, and some of the rumors 
and tidbits of information may 
help you on your quest. You will 
also need a supply of cash, so go 
talk to the moneychanger, whose 
tent is located on the right side of 
the main path as you are heading 
north out of the fairgrounds. 
Trade your silver medallion for 
the oredits he is offering. 

Once you are on the overhead 
map of the world, go to the 
Sanctuary of the Orb. You cannot 
get into the garden area without 


permission from the matron of the 
_ sanctuary, Elara. Go east until 


Saas ae 


In the beginning, the Hiéfflin Tribe waite tos Gift of Intelligermm: * the animal sibed 
S ortly thereafter, humankind left Earth for the depths of space. 


| INHERIT THE EARTH: 
f’s a New Worip 
AFTER ALL. 


THE ADVENTURES OF RIF THE FOX CAN BE 
FRUSTRATING FOR INEXPERIENCED GAMERS. 
CGR HELPS YOU OUT. 


you come to the Hall of the Orb. It 
is through the only door in the 
east wall. : 

Once inside the hall, ys 
to talk to Elara. She is qui 
about the theft of the Orb of 
Storms and will not readily trust 
who you Say you are. Sig 


she sets for YOU: retrieve a t 
of authority from the’ Gorest Ki 


room is a clearing in th forest at 
the northwest corner of the over- 
head map. Go there, get the 
token, and rettrn to Elara. 
Convinced of your authority in the 
matter, she will open the garden 
area OF themSanctuary. It is 
through the gate on the north wall 
of the Sanctuary cloister (where 
all the rabbits are). 

The garden area 7s full of items 
that look like they might beselues, 
but there are only commeonplag 
gardener’s items. si ir 

rest you, and those 


sourberries and a footprint in 
mud. Since it is impossible'to pick 
up the footprint, you’ll meed to 
make a plaster casting @ of it. Exit 
the Sanctuary and go t6 the vil- 


lage. The village is home to the 
Ferret Tribe, who are adept with 
their hands. For the moment, you » 
only need the merchant’s store. — 
To find it, walk south until you see 
a path off to the east. Take the 
path to the east, and turn ‘South 


The presence of the Human Tribe is seen 


throughout the game. 


You need to enter the Boar Castle and 
have an audience with the king. 

the pile of woodwOn€e wou are 
inside a small.courtyard, the mer- 
chant’s shop will Be the first door 
to the west. You will be able to 
buy plaster heré{if you remem- 
bered to sell your medallion to the 
moneychanger). Once you have 
the plaster; ¥Feturn to the 
Samctuary garden and make a 
cast of the footprint, using the 
bucket in the garden and water 


from the fountain. Having ead: 


the manual, you know that the 
Rat Tribeshas kept records of the 
land's history since the time of the 
Humans. Therefore, the best 


place to start looking for answers 


to the questions you have is with 
them. If, however, you didn’t both- 
er to read the manual, you'll need 
to talk to everybody until they tell 
you about the Rats. There is one 
particular rat you need, and his 
name is Sist. Go to the cavesthat 
is north of the fairgrounds. If you 
meed assistanee’ on getting 
throughthe maze in the cave, 
refér to the map on this page. 

~  Sist will tell you what he ean 
based on the clues that you bring 
him. Once you show him the plas- 
ter cast and the*Sourberries, he'll 
be able to deduce several things, 
then he'll send you. on a mission 
to the Boar King’s Castle. 

The Boar King is less than hos- 
pitable. His guards will attempt to 
thwart your entrance to the castle; 
you must use the wiles of a fox in 
order to get past them. Once you 
are in the throne room, agree to 
wade into the mud bath with him. 
After talking to him, you will leave 
a richer and wiser fox. Take the 
ring that you will get back to Sist, 
and Sist will be able to confirm his 
suspicions about the thief of the 
Orb. 


Of Dogs and Ferrets 


You now need to go north to get 
to the Wild Lands. Wouldn't it be 
nice to be able to obtain a map? 
You can, but you must first com- 
plete a short side quest. Go to 


Forever Mountain (the house on 
the hill). There you will meet 
Tycho Northpaw, an astronomer 
who has had a run of bad luck. It 
seems his lightcatcher fell off his 
desk and the little round glass 
piece inside shattered. You must 
find a way to repair it before he 
will agree to give you a copy of 
his map of the Wild Lands. Get 
the glass from him and take it to 
the ferret village. 

When you enter the courtyard of 
the buildings mentioned earlier, 
go to the first door to the east. 
There you will find a glassmaker. 
The glassmaker won't be able to 
repair the glass (at least not yet) 
but he will tell you about the guild 
meetings and something called 


the Unit. To get to the guild hall, 
exit the courtyard to the south, go 


immediately west and then north: 
the-door will be the second one to 
the east. You will need to solve a 
tangram in order to be admitted to 
the guild as an honorary member: 
the guild will not give you access 
to Unit before this. Sorry; I’m not 
going to solve this one for you, as 
this #S most satisfying if you do it 
yourself. My advice is to keep 
asking the Ferret Chief for hints. 
He will tell you if he sees any of 
the pieces out of place. 

Once you have solved the puz- 
Zle, Unit will be available to you. 
Unfortunately, Unit won’t know 
eres yeu: are eeening a nO chin 
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Tycho’s house is outfitted with an obser- 
vatory for looking at the stars. 


you ask it about lightcatcthers. 
You guessed it: go to the Rat 
Tribe’s cave and talk to Sist about 
the lightcatchers. He will tell you 
what you need to know to deal 
effectively with,Unit. Go back to 
the Ferret village and tell Unit 
what you’ve learned. He will tell 
yourthat the lens needs to be pol- 
ished using a fine powder made 
fram red clay. The only place 
where you can obtain red clay is 
from the Boar King’s mudbath. Go 
back to the castle, take a swim in 
the mud, then return to the 
Ferrets. You'll soon have a 
repaired telescope lens, for which 
Tycho will gladly trade you a copy 
of his map. Outside of his house, 
a messenger from Elara will give 
you a letter to deliver in the Wild 
Lands. 

You must now get past the Dog 
Tribe. They reside in a castle that 
straddles the only path through 
the mountains to the Wild Lands. 
Go there. Attempt to entertain the 
king, Prince. You will fail miser- 
_ ably and be thrown in the dun- 
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The maze map for the Rat Tribe’s cave. Note that the Sundial Room is listed in both 
the top and bottom parts of the map. This is the common connector between them. 
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Buyinc & 
TRADING 


In an effort to keep 
game play simple, 
the interface was 
shaved to eight very 
general buttons. 
Due to this, it may 
not be clear how 
you should go about 
buying things. 
When you come 
across someone 
who has something 
you need, such as 
the ferret merchant, 
use the “give” but- 
ton, then click on 
the money in your 
inventory, then click 
on the merchant. 
This forms the logi- 
cal statement “Give 
coins to the ferret 
merchant” at the 
bottom of the 
screen. Despite not 
having specified 
what you want to 
buy, the merchant 
knows to give you 


| the plaster. The 


same sequence of 
actions will allow 
you to trade one 
item for another. 


RIGHT-CLICKING 


One of the nicest 
features of Inherit 
the Earth’s interface 
is its logical right- 
click feature. If you 
can perform more 
than one action with 
something (for 
example, walking 
over to something 
and looking at the 
same thing), you 
can usually perform 
the default action by 
left-clicking with the 
mouse and the sec- 
ondary action by 
right-clicking. This 
will speed up game 
play in many 
places, helping you 
to get through the 
game more quickly. 


Q7 
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EcaH AND OKK 


There will be times 
in the game when 
having company will 
come in handy. 
While Eeah and 
Okk start the game 
with a rather bel- 
ligerent attitude 
toward you, they 
shift over to your 
side if you act hon- 
orably. The thing 
that will finally con- 
vince them that you 


did not steal the Orb | 


of Storms yourself 
is when you return 
to the Dog Castle to 
rescue them. Eeah 
is very intelligent 
and can aid you in 
some puzzles, while 
Okk is very strong. 
He is great help in a 
fight and in situa- 
tions that require 
brawn rather than 
brains. 


KYLA 
HONEYFOOT 


Kyla Honeyfoot is 
useful to you twice. 
The first time you 
encounter her, you'll 
trade her the wolf’s 
head ring for the 
needle and thread 
you need to save 
the Cat princess’ 
life. The only prob- 
lem here is that 
you'll need the 
wolf's head ring 
back from her, and 
she’s not likely to 
trade it to you for 
the needle and 
thread. However, in 
the far northwest 
corner of the main- 
land, there is a gem 
mine that will yield 
one gem to you. 
The only thing you 
need to figure out is 
how to get it. Once 
you have the gem, 
ade it for the ring. 
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geon. Such are the pitfalls of life. 

The jailer is an eager-to-please 
chap; he will bring you almost 
anything you ask for, if you know 
how to get his attention. There is a 
bowl sitting on the floor. Pick it up 
and, in classic prison- movie style, 


ask eet Le other things 
listed; he won't bring them, but 
his reactions are amusing. After 


he has gone, look carefully at the 


cell wall. There is one block 


whose mortar has decayed and ~ 


softened; use the spoon to dig out 
the mortar. Once the stone is 
loose enough, try to pick it up. 
You will be able to push ‘it 
through, revealing a ‘tunnel to the 


outside. The only problem is that 
Rif is the only one small enough’ 


to fit through the tunnel, Not to 
worry though; the tunnel was 
placed there by Prince in order to 
amuse himself by the antics of his 
prisoners as they try to @scape 
the dragon maze (I’m not going to 
diagram this one; it would take up 
the whole page). If yom really 
cine stiens: north (thi ugh fhe 
i” east) “south, east, south, 


(across the rotten bridge), east, 
south, east, north (across the 
wooden plank), then west until 
you see the exit to the north. 


Che Cild Lands 


It is now time for you to pull out 
the map that Tycho made for you. 
Bear in mind that the Wild Lands 
extend further than he could see 
with his telescope, $0 the map is 
incomplete. The spot you need to 
get to, though, is the village on 


the southwestern portion of your 
map. You will be welcome there, 


and there’s yet another problem 
for you to solve. After you have 
spent the night in the village, talk 
to the Cat Queen. As it turns out, 
her daughter is very sick; she got 
hurt on an expedition and her 
wounds have become infected. 
The only person who can help 
you heal her is Elara’s sister, wh 


lives in a cottage to the north. Iti S 


Elara’s sister, Allama. 

Allama is a crotchety old cat; 
she won't listen to you easily. 
Convince her that you absolutely 
must see her; use the letter from 
her sister as a way of getting your 
foot in the door. Repeat your 


attempts to deliver the letter until 
“She gives in. Once inside, explain 
the plight of the Cat Queen’s 


daughter; Allama knows quite a 
lot about folk medicine. Allama 
will need you to gather the neces- 
Sary ingredients for the salve she 


“will make; you must range far and 
“wide to gather them. First off, she 


needs honey. There is an oak 
tree with a beehive in it far to the 
east. Go there and try to wrest 
some honey from the bees (major 
hint: gather up the dry twigs 


under the tree. Go to the rock © 
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forest clearing (check the over- 


Completa your 7 tagke anid tis Forest King 
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DEAD 
END 


quarry even further to the east 
and get some flint. Come back to 
the tree and use the iron spoon 
with the flint. Gather the honey in 
the bowl you are carrying). The 
catnip she needs grows wild on 
the banks of the mountain stream 
to the north. The needle and 
thread are a bit more troublesome 
to get. You'll need to visit, each 


will give you a hero’s party. 


head map) in turn until you com 
across the merchant Kylas 
oneyfoot. Trade the wolf's head 
ng for the needle and thread, 
then return to Allama’s cottage. 
Take the salve she makes to the 
cat village and cure the queen’s 
daughter. The cats will now assist 
you in rescuing your friends, and 
the maze map below will help you 
find them. | 
Two things about the Dog 
Tribe’s castle. Prince has the key 
to the dungeon, but walking on 
squeaky floorboards makes him 
roll over on it. The squeaky floor- 
boards are the raised ones. In 
order to get past the guard room, 
simply walk. All the guard dogs 
are drunk and will not lift a finger 
(paw?) to stop you, though they'll 
comment, Exit the castle using 
the map below, then go north. 
That’s it. The rest of the game is 

up to you. : 
. -Ted Chapman 
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TECH SPECS 


Requirements: 
SVGA/VGA, 3 Meg 
RAM (for SVGA 
only) 


Sound Support: 
») Sound Blaster and 
compatibles 


Controller: 
Mouse, keyboard 


Available for: 
PC and compatibles 


| Designed by: 
QQP 


Distributed by: 
QQP 


GAME SUMMARY | 


You are both the 
Commander of the 
Navy and the guy in 
charge of the home 
front in a mythical 
world. Build your 
cities up as well as 
your navy to pre- 
vent your opponent 
from razing your 
populace. 
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Grandest Fleet is an interesting 
military simulation for a number of 
reasons. While there are some 
basic scenarios in the game, the 
random map is by far the most 
interesting, simply because it 
offers a unique challenge each 
time. With the added economic 
and social engine, Grandest Fleet 
offers a game that is easy to learn 
but difficult to master, even 
against the lower levels of com- 
puter Al. The following four pages 
are not intended to be used as a 
textbook for winning Grandest 


Fleet every time, but they will pro- 


Enemy honitions can estoy your i border cities. Sensing in a : force ; calle of nicl 
ing out the airfield may give you the chance to build this city up again. 
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THE OPERA HOUSE IS 
BUILT AND THE AIRPORT 
IS ALMOST FINISHED... 


BASIC STRATEGIES FOR SETTING UP YOUR 
EMPIRE AND YOUR FLEET IN QQP’s miuTARY/ 
ECONOMIC BUILDER, THE GRANDEST FLEET. 


This starting fleet offers moderate power 


and flexibility. 


vide some guidance for the prop- 
er use of your ships, the building 
of an unstoppable (or at least 
tough to stop) fleet and the vari- 
ous strategic stages of a typical 
game. 


Gity Selection 


The first thing you are going to 
have to do in a random map 
game is make the decision of 
what cities you want to start with. 
The selection of a city is based on 
several different items, some of 
which are much more important 
than others. 

Typically, the first thing to look 
for in a city is a shipyard. Without 


one, you will need to build up the 


resources to create one, and then 
wait another five turns while it is 
being built. If one of the cities you 
can select at the start has a ship- 
yard, it is in your best interests to 
take it. Ships and more ships are 
the only way to win at Grandest 
Fleet. You must have as many of 
them as you can, and Starting a 
game with the ability to make 
them is a big help. 

Similar to the inclusion of a 
shipyard, a good starting city will 
have an airfield. These take as 
many resources and as long to 
build as a shipyard, but are not 
nearly as important to the game. 
There is one major exception to 
this rule in a game start situation, 
but take the city with an airfield if 
you can. Otherwise, don’t worry 
about it. 

City size is also very important. 
Larger cities allow you to build 
bigger and better items there. 
Some of the special things you 
can build are dependent on city 
size. Some, like universities, are 
almost required to win a longer 
game. 

Victory point totals are also 
important, but at the start of the 
game, much less so. You win 
depending on the total number of 
victory points you amass. It’s in 
your best interests to get cities 
worth a lot at the start, but poor 
point totals can be quickly made 
up with good resource manage- 
ment. 

If you are playing in a condition 
where you choose multiple cities 
to begin the game, it would 
behoove you to select your cities 
in as close knit of a group as pos- 
sible. Grandest Fleet is won by 
the consolidation of forces at the 
right place. Spreading yourself 
out over the map at the beginning 
of a game is a bad way to get 
things going. The chance to take 


a city with a shipyard is often 
more important than the consider- 
ation of starting with everything 
close together. If you do have a 
choice of a number of cities near 
each other, getting one with an 
airfield will allow you to provide 
air protection for all of the cities in 
the cluster. 

The final consideration, and it’s 
an important one, is the proximity 
of other, capturable cities. Early 
expansion is critical to your over- 
all success, and the first few turns 
can mean the difference between 
success and failure. 


Eyoarten 


The first few turns will often 
spell the difference between your 
eventual success in a scenario or 
your defeat. AS much as 
Grandest Fleet is a military game, 
it is also a building/expansion 
game, and how you build your 
cities up is as important as how 
you build up your navy. 

Each turn, you receive 5 culture 
points per city you control. These 
culture points can then be used to 
build new additions on to your city 
to further its growth, and in some 
cases, add culture points more 
rapidly. These points determine 
when you can build everything 
from airports to shipyards and 
everything in between. They will 
determine whether or not you can 
create new ships, airplanes and 
the all-important super ships later 
in the game. You must get culture 
points to be successful at 
Grandest Fleet, and the only way 
to do it is to increase the number 
of cities you control. 

Take a look at your map as you 
start to place your initial ships. 
Hopefully, there is at least one 
city with a harbor that is within the 
reach of your ships. Most of the 
cities start small, so it behooves 
you to purchase transports or 
armored transports and move 
them into the empty harbors as 
soon as possible. Armored trans- 
ports have the benefits of defend- 
ing themselves and they move a 
bit faster than the normal trans- 
ports. They’re cheap whichever 
ones you choose, and they will 
take over the neutral cities at the 
start of the game. Place them as 
close as possible to neutral ports 
and support them with a couple of 
small warships (a destroyer and a 


sub make a decent combination). 

Your opponent will also be 
expanding. You need to get at 
least half of the cities available at 
the start (it can be less important 
later), so you'll also want to start 
moving a fleet up towards the 
enemy player, contesting him for 
any unclaimed cities that lie 
between you. It should not be 
your goal to take these, only to 
prevent your opponent from tak- 
ing them. There will be time to 
claim them later. 


More Shige 


Your initial spread of ships will 
depend on how much money you 
have allotted yourself. If you’ve 
gone the cheap route, you won't 
be able to afford the biggest and 
best ships out there. In this case, 
take a CVL, a cruiser or two and 
fill out your ranks with destroyers 
and subs. Even if you have an air- 
port, don’t worry about getting 
bombers. They are easy to build 
in the game, and you can make 
them for your second turn. The 
chances are that you won’t need 
them until then anyway. 
Remember to buy some trans- 
ports! 

With more money, you can 
spend the dollars on the two big 
ships in the game, battleships and 
aircraft carriers. Both of these 
ships pack the largest offensive 
wallop, but don’t kid yourself. You 
still need a compliment of cruis- 
ers, destroyers and subs at the 
very least, and some PT boats 
and CVL’s can't hurt, either. 

The idea is to make the ships 
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One fleet (left) sets out in search of the enemy while another starts with a compli- 


The smoking battleship will soon fall to 


the three lesser craft. 

you choose compliment each 
other and work together to protect 
each other. Aircraft carriers and 
CVLs provide air coverage at 
range for the other ships. 
Battleships and cruisers offer the 
biggest offensive muscle, mowing 
down the lesser ships. Destroyers 
and PT boats provide the best 
protection against submarine 
attacks (although carriers are also 
effective). Subs are able to sneak 
in under the enemy’s defenses 
and destroy his capital ships and 
and sit in enemy harbors, prevent- 
ing their effective use by other 
ships. In the right place, each one 
of these ships is incredibly effec- 
tive. When used out of position, 
they will quickly become prey to 
stronger enemy forces. Keep 
them together and keep them var- 
ied or you will lose. 


Baletng 


Building up your cities may be 
one of the most important aspects 
in a game of Grandest Fleet, but 
how should you go about it? Much 
of what you build and when you 
build it will be determined by the 
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ment of super destroyers. It will be several turns before this fleet can sail. 
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How Super Is A 
Super SHip? 


Depending on 
your uses for them, 
very super indeed. 
Super ships, which 
take some time 
before they can be 
built regardless of 
whether you are 
using the simple or 
complex rules for 
them, are the most 
powerful ships in 
the game. 
Effectively, they are 
double strength 
ships. Thus, super 
destroyers can take 
16 damage instead 
of just 8. They also 
move a bit faster, 
see out better, bom- 
bard more effective- 
ly and more. Super 
carriers cart more 
airplanes around 
and get three 
attacks. Super sub- 
marines prevent 
your opponent from 
claiming victory 
points in nearby 
cities. Super trans- 
ports have an inva- 
sion capability of 
70(!), thus allowing 
you to take over 
even a huge city 
instantly. 

The super battle- 
ship is indeed a 
super ship. These 
babies are almost 
impossible to sink. 
They have the high- 
est bombardment 
ability of any ship in 
the game, fire sec- 
ondary guns like a 
destroyer’s main 
guns and have 
great range. If that 
weren't enough, 
they also pack 
cruise missiles for 
that extra offense. 

For some reason 
known only to the 
pundits at QQP, 
there is no such 
thing as a Super 
cruiser or PT boat. 


91 


92 


More ON 
Super SHIPS 


Deciding which 
super ship you want 
first can be a tough 
decision. It costs 
fewer culture points 
to buy the items 
necessary for super 
transports and 
super destroyers. 
However, it may be 
well worth your 
while to hold off for 
a turn and pick up 
the super battle- 
ships or carriers. 

It is also important 
to realize that just 
creating super ships 
does not guarantee 
victory. Super sub- 
marines are still 
very vulnerable to 
destroyers, even 
the mundane ones. 
You still need a 
compliment of all of 
the ship types. 


Aircraft carriers 
are at once the 
most powerful 
offensive weapon 
you have and about 
the most fragile ship 
in your armada. 
Protecting your car- 
riers andusing ° 
them wisely will be 
one of the keys to 
winning at Grandest 
Fleet on a regular 
basis. 

The main tactic is 
to keep your carri- 
ers back from the 
main front of attack. 
Never let them go 
anywhere without 
ships to protect 
them. If possible, 
keep them in an 
area where their air- 
craft can be replen- 
ished. Make sure 
you have good 
defenses against 
submarines or you 
will be sorry! 


particular game situation you find 
yourself in. There will be time of 
rapid expansion followed by sev- 
eral turns of waiting. 

A general rule to follow is that if 
you need something, you have to 
buy it (obviously), but if you don't 
it’s better to work on your infra- 
structure than to spend points 
needlessly. A case in point is this: 
if you don’t have a shipyard, it 
would be foolhardy to spend your 
culture points on something else. 
However, if you are satisfied with 
your level of defense, it makes 
good sense to invest in an opera. 

If you don't start with a ship- 
yard, you should build one as 
soon as you can. The best place 
to build one is far enough away 
that it isn’t in danger or within 
range of enemy airbases, but not 
so far away from the action that 
you can’t get your ships into com- 
bat effectively. 

Once you have a shipyard or 
two, it’s time to start looking at 
some of the other things your cul- 
ture points can do for you. The 
first thing you should put into a 
city after you are comfortable with 
your number of shipyards and air- 
ports is a convoy. The convoy 
doesn’t add much at first, at least 
not noticeably. The convoy takes 
a couple of turns to build, but 
once built, increases your city’s 
class and grows the city by three 
points every turn (thus making it 
harder to take over). All of your 
cities should have them eventual- 
ly, and they should be the first 
things built in new cities. 

Along with these, one of the first 
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unarmored ship is eliminated by the stronger armored ship, which wins the city. 


versities. Each one reduces the 
victory point value of the city it is 
in. However, universities also cre- 
ate 5 culture points per turn and 
allow you to develop several 
other items, including, once five 
universities are possessed, mis- 
sile defenses. 

At a base relatively close to the 
front, build an airport, and once 
it's completed, tack on a flight 
deck and a repair yard. The flight 
deck replenishes the airplanes 
shot down from a carrier, while 
the repair yard speeds up the 
recovery of your damaged ships. 
Again, you don’t want these to fall 
into enemy hands, but placing 
them too far away from the main 
action will make them ineffectual. 
Be able to protect them as well as 
use them. 

lf a city is under some amount 
of attack, a hospital will help 


replenish the damage. This, along 


Belle Meade 
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Use the oy furticnt fen tie enemy aetion as a ate for knowledge and anenies: 


Build universities, hospitals, downtown areas and more there to keep them safe. 
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with the convoy, will help keep 
the city strong in siege situations. 

Keep track of what each of 
these items costs to build. 
Remember that items like con- 
voys, hospitals and operas are 
luxuries, but have benefits that 
will assist you greatly in the long 
run. lf you've got the culture 
points, spend them. 


Seesawlhy 


The bulk of the game will be 
spent battling back and forth over 
a couple of cities until either you 
or your opponent can get the 
upper hand. The idea here is to 
keep your own harbors strong 
and thus safe from enemy inva- 
sion while building up your own 
invasion forces to take the war- 
torn cities on the map. 

One excellent way to keep your 
cities in good fighting shape is to 
build forts around each harbor. 
Generally speaking, one on each 
side of the harbor will go a long 
way toward protecting your inter- 
ests. When your enemy starts 
moving in battleships, however, 
youll need some other defenses 
as well. 

Additionally, it can be helpful to 
have an airport, which will allow 
for several strikes per turn on 
enemy ships and cities. The 
added benefit of both the forts 
and airports is that both of them 
will draw fire from the enemy fleet 
and aircraft, thus directing it away 
1rom your ships and cities. If 
under attack, build! 

The exception to this is a con- 
tested city. If you have a city that 
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destroyed? 


Effective sidkabsuedionant makes the city easier to take over. In this case, the airport 
has already been decimated, and the transport in the harbor will do the rest. 


is going to be difficult to hold, do 
not build anything that takes mul- 
tiple turns to create. If you lose 
the city, your enemy benefits, and 
if it is bombed into submission 
(your flag is replaced by the neu- 
tral, white flag), whatever was 
being created is lost. You don’t 
get those culture points back, 
either. Wait until the situation is 
more stable. 


Veur Fleet 


The name of the game is The 
Grandest Fleet, so it would figure 
that one of the ultimate goals of 
the game is to create a mass of 
ships that your opponent can’t 
stop. This is a theory, since there 
is a defense for any grouping of 
ships, but the following guidelines 
are good ones to follow. 

Scout with PT boats. They are 
cheap and easy to make and 
have the added benefit of being 
one of the fastest ships in the 
game. One of the things a scour- 
ing PT is likely to encounter is a 
submarine. Should this be the 
case, attack. PT boats are one of 
your best defenses against 
enemy subs. If you lose a few 
(and you will), don’t worry. 

The computer opponent often 
leads with destroyers and sub- 
marines. To combat this, you 
should lead with destroyers and 
cruisers. His submarines will 
cause extensive damage to your 
cruisers, but after you’ve located 
them, you can move in your 
destroyers and wipe out the subs. 
Your cruisers should concentrate 
on his destroyers, giving way to 


your next line of attack. 

Your next line of attack should 
be submarines and a few more 
destroyers. Your initial lines of 
ships should have taken out the 
majority of the enemy’s destroy- 
ers. This gives your submarines 
virtually free reign to cause havoc 
on his fleet. The best way to sink 
his carriers is to get your subs 
through the waters to them, sail- 
ing under his cruisers and battle- 
ships. The destroyers help draw 
fire and aircraft away from the 
subs and can mop up any enemy 
submarines. 

Following quickly on the heels 
of the submarines should be your 
battleships. These are the cream 
of your navy, and in lieu of trans- 
ports, are the best thing to stage 
invasions and sieges with. The 
only thing they can’t knock out is 
a sub. 

Your aircraft carriers and CVLs 
should stay back from the battle 


since oe are incredibly Sead 
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However, make sure that they are 
close enough to the action to use 
their aircraft to good advantage. 
Their planes can be used to 
attack anything, but should con- 
centrate on destroyers primarily. 
Attacking subs is useful (and safe 
if they have no escort—subs have 
no anti-aircraft weaponry) if your 
destroyer force is thin. They can 
knock out a carrier, but it’s suici- 
dal—aircraft carriers and CVLs 
have the best air defense in the 
game. Don't mess with them from 
the air. 

The super ships, obviously, can 
take the role of their smaller 
cousins. Since they do take addi- 
tional resources to build, you will 
still need a good selection of the 
normal ships as well. 

You will find that when a city 
comes under siege, it will often 
lose all of its aircraft. The way 
around this is to build about a 
dozen there. Only four can be on 
the landing field at any time, but 
having the additional ones slotted 
will cause them to be replaced 
automatically, keeping your air 
strength intact. 

The most important thing to 
remember about The Grandest 
Fleet is that the war is won by 
more than simply military strategy. 
Having shipyards a good distance 
from the front, good air cover, 
cruise missile facilities in your 
cities and more will insure that 
what starts yours stays yours. 
Finally, remember that The 
Grandest Fleet is more than a war 
of ships. It’s a war of production. 
You can defeat your opponent by 
overwhelming him with an armada 
that he can’t hope to destroy in 
time. -Steve Honeywell 


Both s sides. hon mee ee but the fleet x ‘the ton of the screen is currently more 
powerful. The carriers have lost their escort and are at the mercy of the cruisers. 
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Wuat To Kiu 
AND WHEN 


An important deci- 
sion to make when 
encountering an 
enemy fleet is what 
ships to attack first 
and how to attack 
them. While it may 
seem like the wrong 
thing to do, your 
first target should 
always be the 
destroyers. Your 
enemy builds a lot 
of them for a rea- 
son—they are the 
best defense 
against subs. 
Knowing that, the 
reason for wiping 
them out should be 
apparent. Once his 
destroyer force is 
gone, your subs are 
free to hunt. 

After the destroy- 
ers, go for the carri- 
ers and knock out 
his air support. 
Subs are their own 
category—knock 
them out when you 
can, retreat when 
you can’t. 

It may seem obvi- 
ous, but you should 
also seek not to 
damage but to 
destroy. Damaging 
two or three enemy 
ships is fine, but it 
would be more to 
your advantage to 
destroy one. This 
reduces the number 
of attacks your 
enemy has on sub- 
sequent turns. 
Always seek to 
destroy, and when 
making that deci- 
sion, look to 
destroy the most 
powerful ship you 
can. It’s more help- 
ful to wipe out a bat- 
tleship than to wipe 
out a cruiser and 
wound a battleship. 
It’s obvious strate- 
gy, but easy to for- 
get in battle. 
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Iv’s THE SAME OLD STORY: cy urs AUN, 
BOY SHOOTS DOWN ALIEN CRAFT AND 
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TECH SPECS 


; Requirements: 
386 or higher 
| 4 Meg RAM, VGA 


» Sound Support: 
_ Sound Blaster 
» and compatibles 


Controller: 
Mouse . 


Available for: 
» PC and compatibles 


Designed by: 
Mythos Games 


Distributed by: 
Spectrum HoloByte 
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x. COM: UFO Defense is a 


- game that combines squad-level 


tactics with logistical strategy, 
requiring the skills of an adminis- 


_ trator as well as the savvy of a 


combat specialist. It derives much 
of its dramatic tension from limit- 
ed intelligence and raw fear of the 
unknown. The player must guide 


a novice planet through a war it 


isn’t equipped to handle, reacting 


to alien attacks in a frenzied flurry — 


of often ineffective firepower. X- 


COM needs a strong hand at the | 


helm to avoid worldwide panic. 


New players discover that the 


alien invaders are not forgiving of 
mistakes. They are ruthless and 


GAME SUMMARY fa 


) Liberate the world 
| and purge yourself 
) of that desire for 
peaceful interstellar 
» contact. Defend 
Earth against a host 
of nasty aliens. 
" Learn their technol- 
© ogy as your tactical 
| squads shoot them 
© many times. Do 
» what they should do 
on X- Files. 
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The doughias X-COM squad deploys in the standard starburst pattem: The naive ae 


This planet available on a trial basis 


only. Perform poorly and it’s gone. 


efficient slaughterers of novice | 


troops and commanders alike. 


However, dedication and sound ~ 
tactics can turn back even a 


genetically-engineered tide. 


~ With that in mind, this article will. 
present basic skills and tips for 
effective repelling of the alien foe. 
‘While complex, this guide cannot 
and will not be comprehensive for 


the following two reasons. 


First, the world of X-COM is a 


tense and frightened one. 
Scientists scurry around the clock 
to discover weaponry powerful 
enough to penetrate alien armor, 
unsure whether the research path 
they’re on is the correct one. Just 
when the commander is getting 
comfortable with battle tactics, a 
new type of alien appears, neces- 
sitating a quick adaptation to its 


confident Rookie a Faust looks with pride at the charred fence: his aa 
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You'll a quickly discover the ™ 
; ~ ns Y for tea. . 


SLAUGHTERS AL THOSE FOUND INSIDE. _ : 


seca abilities. In other words, _ 
X-COM is a game of discovery; it _ 
is much less enjoyable when — 
‘or. 
Therefore, this guide will not pre- 


those surprises are 


sent research trees or the exact — 


3 _ statistics for the various alien war- _ 
“™ §= riors. Discover them oct in 
_ the end, you'll be glad you did. 


‘Secondly, as the game pro- | 


-gresses beyond its beginning _ 
_ Stages (about the first four to Six. 
~ months, depending upon difficulty — 


level), the player will develop very — 


_ idiosyncratic tactics. Some play- 


ers will, by August 1999, have — 


eight bases, each with a 
skyranger. carrying three tanks 


and two soldiers; others will have 


a single command center and dis- 
dain the use of HWPs. By that 
point, the player will have preju- 


dices and guidelines far different 


from any other player's strategies 


and tactics. X-COM is flexible 
enough to allow a very free hand 
in defensive designs that will all _ 
“be effective. If what you're doing 


works, it's not wrong. 


With that in mind, here’s asmall | 


sampling of ideas, tactics and 


comments about X- ‘COM. Not all — 
“will fit in with everyone’s style of 


play, but most will shed light on 
an aspect of the game. The final 
arbiter of the strategy and tactics 
of X-COM is the game itself: if the 
Earth is being successfully 
defended and the alien invaders 


= i. ~| ’ 
wore vay “ “tommy 
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a are dying in droves, your tactics . 
are working. — | 


The question of where to place 
bases is a difficult one. Given that 
X-COM can only build eight 
bases, it’s a decision that needs 
to be made wisely. Bases must 


walk the fence between politically © 


lucrative and strategically viable. 


Your first base should be in a 


reasonably large land mass, near 
as many high-paying countries as 
possible. Central Europe is an 
obvious choice, with seven coun- 
tries in easy detection range and 
little water nearby. The southern 
or western U.S, is also a decent 
choice, but is perhaps best saved 
for the second base since only 


three countries can be served by 


~ it (albeit high- paying ones). 

_. After that initial selection, new 
~ bases need to follow the political- 
_ ly viable rule first and the strategi- 


Cally valuable rule second. Long 


range radar will just about cover a 


continent, so place well to cover. 


the gaps. Be wary of islands out- 
side normal detection ranges; 
_ they’re a haven for Alien bases. 
_ X-COM bases generally grow 
through three stages. They are 
built specifically as the first and 
may or may not grow into the 
other stages depending upon 
— player preferences. 


Your first need for additional 


bases will be as tracking stations 


for UFO activity. Since you'll be in 


a severe money crunch for the 
first couple of months, these are 
just about all you can afford to” 


ea by European | 
Northeastern Asia (also met by 
European forces); northeastern 
South America (after U.S. base 
has intercept capabilities); South © 
Pacific off Australia (met by either | 


Assuming you placed your initial 
base in either Europe or the U.S., 
your second base should go in 
the other area. After that, you'll 


want to consider the following 


areas: Southern Africa _(intercept- 


African or Asian forces); North 
Pole near Greenland (met by 
whichever Northern Hemisphere 
craft are free), : 


As the progression above 
shows, to cover the globe you'll 
eventually need more than two 
Interceptors. Upgrading the 
Listening Posts to do more than 


listen is a relatively easy (if 
_ expensive) prospect. Simply build 
__ a Hangar and a General Stores at 


a post, and a month later it’s an 


_ interception point. This is expen- 
_ sive, but even one lucrative mis- 
_ sion can fully repay the initial cost 


of this type of base. Most players 
will, by game’s end, have four or 
five of these answering calls 


around the globe. Even when. 


retiring the old Interceptors (when 
new technology has given you 


build. All that’s needed is a long- feees 


range radar and a short range if | 
you can afford it. These will cost |) 


generally just over a million to — i] 
build, and can pay for themselves |, 


immediately if placed in or near 
countries that are large budgetary 
contributors. Interceptors from 
other bases can take care of the 
contacts; but you can’t intercept 
what you don’t detect. Cover the 
world with these as soon as fis- 
cally possible. 


forces); 


_ better options), never sell off the 
_ old ones; just turn a listening post — 
into an interception point. Also — 
remember that it’s necessary to 
leave at least one hanger free for _ 
construction purposes; this will 
prevent logistic headaches. The 
conversion to interception points 
should continue at a slow and 


Steady pace throughout the game. 


he final tee of base is the 
most important and powerful: the 
command center. This is a base 
which contains at. 
Skyranger team and probably 


_ research and engineer teams as 
well. It is in the construction and 
development of command centers © 
that X-COM players show the 
most difference in styles. Some 
want small action squads at every _ 
‘interception point; others prefer a 
massive force at one command ~ 
center attacking what has been 


shot down by other craft irom 
other bases. —_— 

_ The big choice here is how 
many. bases should have scien- 
tists and engineers. The best 
answer is a main center for each 
in different bases. Space is limit- 
ed, and all the facilities required 
for sufficient effort in each will 
take up quite a bit of Space. 
Specialized bases will allow 
unlimited growth in either direc- 
tion, and will minimize accidental 
duplication of effort. Transfer 


costs are minimal, and this divi- 
Sion allows for specialization of 
Storage space as well, which is. 


always o a SS enun, 


ii case i hanes invasion, she defenders at Berlin will Rive: an easy vAlgie. 
Unfortunately, this plan doesn't allow much room for expansion. 


least a. 
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Layout 


While it might not 
seem to make a dif- 
ference at first, 
careful layout of 


= your base can save 
> your game entirely. 


You will have to 
repel one or more 
alien assaults dur- 
ing the course of 
the game. The 
aliens will enter only 
through hangars 
and the turbolift. 
Therefore, minimize 
access to these 
areas. Place 
hangars side by 
side. Connect them 
directly to the lift, 
and to nothing else. 
Connect the lift to / 
only one other facili- 
ty if possible. : 
Maintain a limited 


: string rather than a 


complex series of 


» connections. 
» Obviously, this tac- 
| tic works best with 


smaller bases, and 
not very well with 
large ones. If the 
alien’s access is 
limited, you'll be 
able to channel 
defense in one 
direction and elimi- 
nate the threat 
much more easily 
with less searching 
and more destroy- 


ing. 


Derense TANKS 


© Even if you don’t 


like using tanks on 


|) assault missions, 
» don’t neglect or sell 
| them. Purchase or 


build a stockpile of 
about five tanks and 


| leave them in bases 


as an extra surprise 
to alien invaders. 
Tanks require no 
crew, so they can 
protect a small base 
by themselves and 
only take up storage 
space. 
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© You need to know 
» your soldiers per- 
sonally. The capa- 
[ bilities of each can 
| make alife-or-death 
|) difference. The best 
way to do this is to 
rename them. That 
way, you’re not try- 
| ing to remember 
which of the four 
| Kenjis is the one 
with good statistics. 
” Name them after 
something memo- 
" rable, like cowork- 
F ers or cartoon char- 
© acters. This will 


» them alive. 


Your primary 
method of improv- 
- ing combat ability is 
7 not technology; it’s 
soldier experience 
» and advancement. 
"> After all, a soldier 
7) who can’t hit with a 
> heavy plasma is no 
' better than one who 
misses with a laser 
) pistol. The only way 
) to advance is to sur- 
© vive; you can’t 
"accept missions in 
which you lose most 
» of your soldiers, 
/ even the Rookies. 
| Guard the life of 
| every squad mem- 
ber carefully. In 
addition, give each 
/ member as many 
» opportunities to 
| advance as possi- 
|» ble. The most criti- 
=) cal advancement is 
|) from Rookie to 
) Squaddie, and the 
only certain way of 
advancing is to get 
|) akill. Therefore, try 
| to save easy kills 
m (like short-range 
© back shots) for 
| rookies, not officers. 


Nothing in x. COM is as impor- 


tant as good: mission results. The 
aliens give no quarter; poor tac- 
tics will result in dozens of need- 
- lessly dead soldiers. The game 


can be quite frustrating until 


. yeu ve mastered basic tactics. 


Good tactics start with good 
preparation. Make sure before 
launching that every soldier has a 
weapon and ammunition. When 
landing, note the time of day and 
the terrain; bring along electro- 
flares and incendiary rounds if 


| appropriate. Powerful weapons 
do you no good if they sit in| 
General Stores. 

Which weapons to take along 
_depends on personal preference, 
but the options available to the 
- beginner are few. Autocannons 
are heavier and more expensive 
~ than Heavy Cannons, but the aut- 
 Ofire option gives them a greater 


chance of a hit for soldiers with 


_ lower Accuracy. Plus, autofired 


HE rounds take down cover like 


__ no other beginning weapon. Carry 


these heavy weapons along at 
least until you've developed laser 
ancien 

When you’re actually on the 
mission, cautious tactics are the 
only way to stay. ative. 
Overconfident soldiers who rush 
headlong into alien ships without 
covering fire or weapons pre- 


pared deserve the messy death 
Hey I earn. 


rear two members of the squad. 
Have them turn 180 to face the 
rear, and then return. Your mis- 


Before deploying, select the - 


~ nique to use is sto “move on - 


sion craft have windows. Don’t ae forward about 


blindly walk out the door until 


-you’ve had a moment to judge Z The other member(s Ss) of the te 


your placement on the map and 


_ the surrounding terrain. 


Move slowly from the ship. The - 


_ first two soldiers out should kneel 
_ by the landing gear one space - 
- from the ramp. All others (assum-_ 
ing no sighted enemies or incom- 

ing fire) should slowly deploy 


around the edge of the ramp. This — 


will probably take two turns. Use 
the landing gear and the ship 
itself as cover until everyone has 
emerged and is feagy 


The basic dichotomy in X-COM 


combat is between movement 
and firing. You can’t do both. 
However, without movement you 
can't prosecute alien contacts, 


and without firing back : i 
Wine og es _ the single best defense you can © 


squad will die. 


The answer is to divide your 


squad into two or three man fire 


teams, each assigned a different 


objective (like enter the UFO, 


mo ten 


pikes guarding the life of a your soldiers is the oni way to get a seowerl squad. 


ie soldier above V was once just a rookie, too. 
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clear that Kista f 
pes the rear 
_ teams). 


they won't go unanswered. fina 
very hostile area that affords 


progresses only two to thr 
squares, providing both extra TUs — i 
for fire at aliens revealed by the 
point man but also. opportunity — 


fire. Then, next turn, the point 


man stays put while. another fea). 
member advances six to eight - 
ahead, thus leapfrogging the 


point: and shooting responsibili- - 


ties. Deaths will still occur, but — 


much cover, fire teams can 

leapfrog each other to provide 

more intense covering fire. a 
tt | use a sd of ‘weapons, 


teams. HE ammo is useless at. 


- point-blank range (except as a 


suicide attack). Also, the heavier 


_ weapons demand a slower move- 
| ment rate. 


at targets they can’t see. | the 
/ point man can see an alien o off ir 
| a field, the others can still spray 


‘Realize that doniesaty i fre is 


have. Realize also that Rookies 
will almost never get off a reac- — 
tion shot unless. half or more of | 
their TUs are left. Therefore, leav- 
ing a Rookie the fifteen or soiuUs | 
for a snap shot is effectively wast- 
ed. Either be excessively cautious — 
or move the team its full distance. : 
Half measures are less” than 
effective. Of course, the more 


experienced the soldier, the ‘more — 
on or rshe can 0 do with = tims a 


fire in that direction. It'll be less 
likely to hit, but any chance | is bet- 
ter than none: if you cé 
them, oe can see you. 


a 


a 
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A textbook example of fire team coverage lies above. A two-man team penetrates the ship while a tank-scout pair perimeters the 


= ship. Two more fire teams cover the middle ground, one reducing hard cover in the distance. A lone beater secures the orchard. 


You must treat every area of 
the map as hostile until you’re 
sure that it’s not. Even innocent 
_wheat fields can conceal alien 
Snipers. Buildings in particular 


- must be viewed with extreme sus- _ 


picion until cleared (or destroyed). 
A quick hint: the aliens have no 
Manners. Search for open doors 
that your squad didn’t open. 

In addition to your search-and- 
destroy fire teams, assign one or 
two soldiers as beaters. Send 
them to far corners of the map. 
Send them to areas where you 
know there aren’t any aliens; you 
will find one. Send them along 
twenty or so squares behind fire 
teams, to catch aliens flushed out 
or creeping up behind. 


Continue to advance with the 


beaters until the map edge is 


reached on all four sides. Not just 


the sides must be found, but the 
corners as well. Keep the beaters 
moving until the mission ends; 
often, they'll be the ones to end it. 


The best way of dealing with © 


buildings and other cover is sim- 
ply to blow it away. Laser rifles 
are the best at this since ammo is 
not a consideration. Don’t bother 
with creeping through doors or 
sniping through windows; a new 
entrance or three is just an aut- 


ofire shot away. In addition, 
aliens will tend to desert a build- 
ing which is on fire or otherwise in 
peril. Don’t let your fire zones be 
split by easy-to-destroy cover. 


Player philosophies differ on the 


_ use of tanks. Some players dis- 
dain them, citing the high cost of 
replacement. Others use them 


more frequently than soldiers. 
Whichever you choose, recognize 
the advantages and disadvan- 
tages of tanks. 

_ HWPs have a much higher 
movement rate than any inexperi- 
enced soldier. in addition, their 


armor will often allow them to take 
multiple hits with little or no degra- 
dation or ability. This makes them 
excellent forward scouts, able to 
penetrate into deeply hostile terri- 
tory. Don’t rely on this, of course: 
a single lucky plasma shot can 
still crisp a tank. But their ability to 
move for 70 or more TUs is a tac- 
tical blessing. 

It's often best to let the HWPs 
reveal aliens without shooting 
them. Tank fire requires a high 
proportion of their TUs, often with 
only fair accuracy. Besides, tanks 
don't get experience. Let your sol- 
diers make the kills unless none 
are available. In fact, the limited 
ammo carried by some HWPs 
makes this technique necessary. 
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A fire team covers the hallway into this Terror ship. The tank is poised to advance, 


covered by a pair of soldiers with full movement held back for opportunity shots. 


COMPUTER GAME REVIEW 


AMMUNITION 
TROUBLES 


Keep running out of 
that expensive 
Autocannon and 
Heavy Cannon 
ammunition even 
when you haven't 
used up every shot? 
The answer lies in 
the way X-COM 
handles ammo 
expenditure: it 
doesn’t. At the end 
of a mission, every 
clip in every 
weapon (from pistol 
clips to plasma 
rounds) is used up. 
Therefore, if you 
know a mission is 
about to end, use 
the unload button 
(just under the 
<OK> buttons on 
the soldier screen) 
to eject the clip. 
That way, when the 
battle ends, you 
won't lose the 
ammo. Use this tac- 
tic sparingly, how- 
ever; there’s noth- 
ing like finding out 
there are three 
more aliens the 
hard way, with 
empty guns. 


Nicut LicHts 


Avoid night mis- 
sions like the 
plague. Crashed 
UFOs can sit until 
daylight; their crews 
are likely to wander 
off and make the 
assault less valu- 
able, but being able 
to see has its 
advantages. When 
unavoidable, equip 
all soldiers with 
electro-flares, as 
well as incendiary 
rounds for the 
heavy weapons. 
Those wheat fields 
burn quite nicely 
and light up a large 
area as well. 
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The various lines 
and colors on the 
globe are more than 
just eye candy. 
Light green is culti- 
vated land; darker 
green is wilderness. 
Mountains, deserts 
and artic regions 
are obviously col- 
.ored as well. This 
information is 
important when 
planning a ground 
assault mission. lf a 
UFO is on the 
ground, it’s probably 
in a civilized area. If 
it's been shot down, 
however, you'll 
have to deal with 
the terrain it has 
landed in. 
Therefore, if you 
have a choice, try to 
down UFOs over 
the clear farmland 
rather than dense 
forests. Better yet, 
for maximum sight- 
ing and fire zones, 
do recoveries in the 
desert. Only the 
hills will block fire 
here, and they’re 
easily defeated with 
flying suits and hov- 
| ertanks. 


X-COM 
Assemesy LInes 


Don't let engineers 
sit idly. If they aren't 
engaged in impor- 
tant projects for 
you, have them 
build just about any- 
thing that’s cheap 
and requires no 
alien materials, like 
laser rifles. These 
sell for much more 

| than their building 
cost; the difference 
is enough on many 

_ items to pay the 
engineers their 

' month’s salaries. 


ener A 


Interception of alien craft may 
appear easy at first. This is for a 
reason: it is. But later, as the 
aliens bring in heavier and more 
durable craft (as well as those 
with offensive capability), your 
Interceptors will find themselves 
in increasing danger. In fact, 
some craft will shoot them out of 
the sky shortly after lock-on. In 
order to reduce this loss of equip- 
ment and opportunity, there are 
certain procedures to follow that 
will extend the life of your pilots. 

The best tactic is to know thy 
enemy. Use the UFO view button 
(lowest right) at the beginning of 
the encounter. Learn to identify 
the strengths and weaknesses 
(including weapon ranges) of the 
various UFOs. Some will destroy 
an Interceptor easily; others are 
meat for the kill. 


; a 


The range yo-yo will save you from UFOs 
much larger than this one. 


Unarmed or lightly armed craft 
should pose little problem for 
even a_ Stingray-Cannon 
Interceptor. Others, however, will 
require a weaving technique to 
shoot down safely. Intercept and 
engage these dangerous craft 
with an Avalanche armed 
Interceptor (double Avalanche if 
possible) on an Aggressive Attack 
run. Keep the mouse pointer 
poised over the Standoff button. 
When you have fired the missile, 
pull back immediately by hitting 
the Standoff (or even the 
Disengage is necessary). Then 
close again by going Aggressive. 
_ Properly done, this range yo-yo 

2 Interceptor safe from 
nd shoot down nearly 
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Research is X-COM’s only real 
hope. Without technological — 
advancement, the Earth will sure- 


ly be e overwhelmed. 


CURRENT RESEARCH 


_dycilotins ft — se gies Sh 
NEW RESEARCH PROTECTS 


Motion Scanner 


When you’ ve igi this me many y choices: 


making the proper decision is difficult. 


Unfortunately, research is not 
only slow but also the most 
expensive activity X-COM can 
undertake when you consider 
both hiring costs and monthly 
overhead. However, by the time 
you're at a point where you 
absolutely need 100+ scientists, 
missions will be lucrative enough 
to pay for this luxury. 

At the beginning of the game, 
however, circumstances will likely 
force X-COM into keeping less 
than fifty scientists on the payroll. 
Therefore, all research must be 
carefully screened as to its imme- 
diate usefulness. It is important to 
realize that fifty scientists will 
complete five projects faster if 
they work sequentially(as a 
group of fifty), rather than in par- 
allel (as five groups of ten). 

The first research project 
should be lasers. Lasers are the 
single most common and useful 
weapon system in the game; 
they’re cheap, accurate and 


ammoless. Research and manu- | 


facture them as quickly as possi- 
ble; even by the endgame, many 
of your soldiers may still be carry- 
ing laser rifles. 

Don’t neglect the interrogation 


Money is the lifeblo 
COM. oh 


your operating capital wil come 


from the world governments. In 


fact, as your bases grow and your 
personnel increase in number, 
the government stipend will rarely 
cover your monthly overhead. 

This should cause you no wor- 
ries. By that point, successful 
interception missions will garner 
you somewhere between 2 and 3 
million each. How? By selling off 
the munitions and materials from 
the UFO. All you need for — 
research purposes is one of © 
everything; the rest can be sold. © 


international Relations 
Country Funding wel 


Therefore, \ 
the habit ¢ a 


of live aliens. Each type will give hi 


you valuable information that will 


save you researching other top- 


ics, especially Medics and 


Engineers. The game cannot be - 
won without a powerful research © 


team or teams. 
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‘THE GRANDEST 
FLEET’ Experi- 
ence the grueling 
Campaigns, the 
agony of defeat 
& the exhilaration 
of victory! Allo- 
cate natural re- 
sources to build 
missile sites, ra- 
dar stations, 
shipbuilding fa- 
cilities and su- 
perships. It is up 
to you to destroy 
your nemesis. Mo- 
dem play and ran- 
dommaps. $35 


‘7th GUEST: 11th 
HOUR’ Sequel to 
7th Guest except 
the stakes are 
higher, the puzzles 
more clever and 
the return visit 
even more unset- 
tling. Solve 
puzzles and inves- 
tigate clues that 


J 


J 


INTERAG IVE 


cat Raine 


“HE FIGHTER’ 
Sequel to the ac- 
claimed X-Wing, 
players fly under 
the direction of the 
Dark Lord himself, 
Darth Vader. Defy 
the Rebel Alliance 
in training, combat 
missions & tours 
of duty that 
strengthen the 
Emperor's hold on 
the galaxy. Six Im- 
perial starfighters 
to fly under the 
strategies of the 
Empire. $45 


‘INTERACTIVE 
ENTERTAIN- 
MENT’ the world's 
first CD MAG, is an 
episode of interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-mo- 
tion reviews, talk- 


‘BRIDGE OLYM- 
PIAD’ Take part in 
the world re- 
nowned "Bridge 
Olympiad" tourna- 
ment in the com- 
forts of your own 
home. Bridge mas- 
ters call it the most 
challenging game 
ever. Offers com- 
plete player history, 
masterful computer 
opponents, largest 
number of bidding 
conventions ever, 
and tournament 


Se oppiay. $29 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 


from July 1st through August 31st or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 


Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Tegel's Mercenaries 5.25, Command 
HQ 5.25, F15 SE 2 5.25, M1 Tank Platoon 3.5, Megatraveller 
Zhodani 5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 


take you through 
Stauf's haunted 
house with movie- 
like plot twists, 
special effects and 
music sound- 
track. CD $54 


ing previews, mul- 
timedia hints and 
tips, and interac- 
tive video inter- 
views with key fig- 
ures in the gaming 
industry. CD $9 


1 TTH. NOUR PREVIEW e/ 
TIE FIGHTER INTERVIEW mea / 
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Acoustic Rsrch Partn 622 $239 7th Guest 2:11th Hour CD $54 All Character Editors $16 A320 Airbus $29 Advanced Civilization $35 APBA Baseball Innovator $34 
Advncd Gravis Ultra Max $185 Alone in the Dark 3 CD $48 Al-Qadim CD $42 Aces of the Pacific CD $39 Alien Legacy $38 All American Coll Fball 94 $42 
Altec ACS 300 Sp W Sub $249 Beneath a Steel Sky CD $39 Arborea Journy Inner Snct $34 Aces over Europe CD $39 Arctic Baron CD $29 Barkley: Shut Up and Jam $42 
Auto Cockpit $169 Bloodnet $39 Arena: Elder Scrolls $39 Across the Rhine $48 Battle of Chickamagua CD $42 Blood Bowl $39 
Cyberman $79 Castle Wolfenstein CD $42 Black Crypt $32 Air Combat Pacific 1942 $48 Cannon Fodder CD $34 CD-ROM Baseball CD $24 
Flight Cockpit $219 Companions of Xanth $32 Blackmoore CD $46 Army Air Corps: 1942 $48 Celtic Tales: Balor of Evil $39 Empire Soccer '94 $29 
Flight Stick Pro $57 Conspiracy CD $39 Celtic Legends $32 Chopper Strike $48 Civilization $44 Front Page Fball Pro’95 $44 
Gravis PC Game Pad $19 Corridor 7 $28 Champions $37 Delta V $42 Colonization $48 Front Page Sports Bsball $44 
Jet Stick $24 Darkseed 2 $42 Cyber Space $39 Evolver $38 Command and Conquer $42 Greens $34 
Labtec CS-800 Speakers $30 Death Gate CD $35 Cyclones CD $48 FA 18 Hornet $54 Conquest $36 Joe Montana Football2 $46 
Labtec CS-1400 Speakers $99 Doom 2: Hell on Earth $45 Daemonsgate $28 Falcon 4.0 $59 Dead Zone CD $52 Links Pro 486 CD $42 
MS Flight Sim 5 Grvs Jysk $49 Dracula Unleashed CD $47 Dark Sun CD $49 Falcon Gold CD $54 Detroit $39 ML Personal Pro Golf $28 
NEC 3XI Int CD Drive $459 Dreamweb $36 Darklands $39 Fighter Duel Pro 2 $33 Dominion: One King’s Life $41 NFL Coaches Club Fball 2 $44 
Pilot Control Stand $19 Dune CD $49 Demon Hunter $42 Fleet Defender CD $48 El Fish $34 NHL Hockey $43 
Reel Magic CD Upgrade $599 Escape Dead Zone CD $48 Dragon Tales CD $38 Flight Light DOS or CD $19 Empire Deluxe 2 $42 Proleague Football '94 $29 
Reel Magic Lite $289 Fascination CD $39 Dungeon Hack CD $39 Flight Sim ToolKit $58 Even More Incredb!l Machn $28 Time Out Sports Basktball $39 
Reel Magic Video Upgrd $359 Freelancer 2120 $42 Eye of the Beholder 3 $19 Frontier Elite 2 $36 Fantasy Fiefdom CD $48 Tom Landry Football Dix $29 
Sound Blaster 16 Value $109 Harvester CD $46 Fire King $24 Grand Prix 500 2 $14 Genghis Khan 2 $34 Tony La Russa Baseball 2 $35 
Sound Blaster 32 AWE $263 Hook $32 Forgotten Castle $49 Harrier Assault SVGA CD $44 Gettysburg: Turning Point $24 Troy Aikman Football CD $49 
Sound Blaster Pro Value $85 Horde CD $49 Hero's of Might & Magic $45 Indy Car Racing $31 Grandest Fleet $35 Ultimate Football $48 
Snd Galaxy BX2 WSpkrs_ $49 In Extremus $42 Hexx: Heresy of Wizard $44 lron Angel $39 Hammer of the Gods $42 
SGlIxy NXPRO 16 wSCSI $139 Inherit the Earth $36 Jorune CD $48 Jutland CD $44 Harpoon 2 $44 
Sound Man Wave $189 lron Helix CD $56 Knights of Xentar $46 Lawn Mower Man CD $39 Kingdoms of France $34 
Thrustmaster Driving Sys $114 Jagged Alliance $48 Legacy: Realm Of Terror $39 Loderunner CD $39 Kingmaker $34 
Thrustm FCS Pro UPROM $14 Jonny Quest $26 Lord of the Rings CD $45 Maximum Ovrkill Bnd| CD $59 Lords of the Realm $39 CD Brothel CD $36 
Thrustmaster FLC Sys $119 Journeyman Project 2 CD $52 Lords of Midnight CD $44 Megarace CD $39 Lost Admiral 2 $39 Desktop Voyeur V.1 CD $54 
Thrustmaster Game Card $25 King’s Ransom $36 Masters of Magic $41 Metaltch 2: Earthsiege CD $47 Master of Orion $39 Dream Girl CD $32 
Thrustmaster Rudder Sys $99 Lands of Lore 2 CD $46 Pirates Gold $39 Microsoft Flight Sim 5.0 $44 Millenium Auction CD $48 Fantasies CD $35 
Thrustmst WCS2 UPROM $14 Lost Eden $42 Pools of Darkness $38 PT Boat Simulator $16 New World Order $38 Hot Slots CD $39 
Universal Cockpit $219 Lunicus CD $42 Ravenloft CD $52 Pacific Strk wSpeech CD $48 Perfect General 2 CD $36 Intract Adv Semr Butts CD $54 
Virtual Pilot Pro $84 Man Enough CD $35 Red Crystal $21 Privateer CD $48 Rags to Riches $36 Nightwatch Intractiv2 CD $59 
Noctropolis $48 Riftwar Legacy CD $23 Red Barn A10 Tnk Klilr CD $39 Red Zone $32 Paradise Club CD $69 
Out of this World 2 CD $45 Rome: Pathway to Power $29 Simcity Classic Grph 1 & 2 $14 Serf City: Life is Feudal $39 Penthouse Interactive CD $75 
Quantum Gate WINCD = $45 Shadow Caster CD $45 Space Clipper $42 Sid Meir’s Civil War $58 Scisrs N’ Stones WIN CD $59 
Return to Zork CD $44 Skyrealms of Jorune CD $50 Spectre VR CD $45 Sim Ant CD $47 Virtual Vixens CD $59 
Aegis: Guardn of Fleet CD $53 Shadow of the Comet CD $47 Star Trail $46 Strike Commander CD $55 Sim City CD $47 Winner Takes All CD $39 
American Civil War V3 $24 Space Quest 5 VGA $36 Star Trek Deep Space 9 $52 Sub War 2050 $34 Sim City 2000 $39 
Battles of Napoleon $24 Spawn $44 Startrek the Next Gen CD $56 Theme Park CD $43 Sim City 2000 CD $45 
Blue and the Grey $38 Star Trek 25th Anniversary $26 Stonekeep CD $48 Tie Fighter $48 Sim City 2000 Sc: Grt Dist $14 
Campaign $32 Star Trek: Judgment Rites $33 Syndicate Plus CD $41 Train Engineer $29 Sim Town DOS or CD $44 
Carriers at War 2 $39 Star Trk: Star Filt Acad CD $52 Ultima 7 Black Gate $47 U-Boat 2 $36 Space Miner $36 Best of Vivid CD $36 
Dreadnoughts Deluxe $59 Superhero Lg. of Hoboken $34 Ultima 7 Series CD $42 W C Secret Miss 1 & 2 Bdl $20 Space Raiders CD $42 Bra Busting Babes CD $29 
Drums of Glory $44 System Shock $48 Ultima 7.5 Serpent Isle $48 Wing Commander 2 $26 Star Control 2 $39 Cat and Mouse CD $48 
Gettysburg:Turning Point $24 Touche $39 Ultima 8: Pagan $48 Wing Commder 2 DIx CD $29 Stronghold CD $36 Curse of Catwoman CD $26 
High Command $34 Treasure Hunters, Inc CD $48 Ultima Uworld1&2CD $32 Wing Commander3CD $54 Tank $36 Dangerous Blondes CD = $34 
Napoleonics $34 Ultimate Domain $39 Ultima Uworld 2 Labyrinth $48 Wing Commander Armada $48 Task Force 1942 $36 Mystique of the Orient CD $34 
Rd Sumter to Appomattox $45 Universal Neverlock $39 Uncharted Waters $42 Wolf Pack CD $33 Ticonderoga $46 Sakura CD $24 
Task Force 1942 $36 Zombie Dino CD $48 Witch World $42 World Circuit 2 CD $44 Warlords 2 $29 The Coven CD $25 
V Victory: Velikye Luki $19 Zorro $39 World of Xeen CD $40 X-Wing $39 X-Com: UFO Defense $39 Urotsukidoji CD $39 
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